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Thirds CfuNnsj^t il: BcSMfL Pfftnt w A (, JlsjE.-Oh^ONE* 
ihKvnlurr for [MiV by a Dun^'t'oii Mii>tcT |l JM) and 

4 i vingle player chiiiacttf fPQo^4lh to *lh kvd- It» 
de!»l|?x-d (0 alltrw a ihief dWFJCifr an oppcrtuitily 
louHT hlN umqtK' dulhand abiJjtmrCith^ ina one 
Ahnt advenlurr OH AS a Mjlotlivcrsiofi loom * 1*C 
|{.n.AJip in an onjEDinf; campaigtL 

A copy of The Ctmipleie TSkfi f^ndtwok is help¬ 
ful in running; this adventun:, but noi imperative. 
Many nun-weapon proficiencies po5*C5«d by 
fwtutvrl NPCs. as wdl as the ImccanKT kit xiwd 
by till- milpir villdinsj an- deiailed therein. Addi- 
tLimalty. since the thief PC It placed in a wide 
variety of situations, a mulii-cljiw thief or one 
rated usinp a kit ffi'im rircComplrlC J 
fleaJfNtoA would also find this adeenture an 
appnkpridte challenften 

Qeforv >iariin;g play, the DM should read the 
advrntiin,‘ from bc^nnin^ to end. Allhoufth the 
Kcnami "emvi pretty' 5lrai[;btfi>nA'aKi—the char- 
acter washed Upon the ^honr of an uland popu¬ 
lated by isutiTilially husllk stranBcrs and A band 
of bloiHi 'I hi rsly p irates—-the adventure w il t be 
mon? lewaltlifijf for Ihe player if the DM, is famil¬ 
iar with llw' forces at work on bciKMin'i T*oirit, Ihis 
way, the nonplAvef eharacters (NPCs) (he thief 
encounters can he portrayed by Ihf |7M jn a 
brlirviihle and consbtent manner. 

For Ihe sake of convenience and clarity, mole 
profHiuns ate used lo refer to the FC Ihmugitout 
the advenlute. Rmakr PCi are as suitable for this 
advmiunr as mate PC*, and the use of "he"" does 
not represenl an effort to exclude them. In oil 
cases, "hr" should be read as "he Of she." 
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CHAPTER 



Background Information 


BcMCon Point is a i^ldnt] Ihdt ds d 

marker used by ships. tOSltiiy clifAt nf ihf Biller 
SluwiU, J iTtSKhpmiis logion uf rtuslline infJiTK'US 
jiriong ntarincfv. 

The smAll villoK^' of iCiiltndon on the isldod's 
^utheasl coasl has boeh hI sililAhle porl for 
Irade iTnd supplit^—^fe dis lon^ ^hips do not 
wnluie west toward the miliol-und. trun.'!lablyi 
howeven ships hil thi' rurky shallowSd dije.edlher 
to navigational error or sturins- The pwople of 
KAlindoit supplement llwir living from farming 
and fishing by salvaging goods from ihcse 
wrecks. 

Some decades ago^ ihe ruler of one of ihe 
mainland kingdoms had a lighthouse built on 
the eastern tip af the island, focinig Iho open foa. 
He appoinleti a R<iya] l.igh.lhouse Keeper to man 
the lower ai all time-s and inalnlaln th-e 
enchanted seafchlighl- The lighthouse greatly 
reduced thenumhi^r of wncks along the Hitter 
Shoals, atkI for dirt.'.uleSr Ihe island was a peace¬ 
ful, sleepy place. 



Howevetj ii lew years ago, a. corsair r^med 
Bulmec slopped at ^'^acon Point - He took in the 
sihaatlon and Tt-alised that it was ripe for e>iplcMtj- 
tion. After making ccmtacbi among the less scrupu- 
lcH4s of (he townspeople, he sailed Out of Kalindon 
and swept to the west. Using s^mall rowboat to 
sound out the depths among (he reCfS- and shoalsr 
Dalmec got his ship safely to the western shore of 
the isLarijd. There he foimd just what he wanted: a 
small natural harbor, cut off from the rest of the 
island by impasSdhlc cLiffs- 

Prom this base,, lialmec planned to strike at 
passing merchant ships, iwiae their cargo, and 
shalter their hu Iks on the rucks. Kveryone would 
blame the Bitter Shoob and he would becofne rich. 

One pEObUtn was the KoyJl Lighthouse Keeper, 
a powerful old tvizard by ihc name df Anlonos, 
who would no doubt witness Ihe ads of piracy. 
Palmec sent one of his people to either offer the 
keepMcra partnership in crime or to secure his 
silence through other means- The messenger, how^- 
ever, reluitwd tnom the meeting ps>FyaTijr|iAnl into 
the shape of a crow. 

BalmeC decided his scheme would worgdcspilc 
the lighthouse keeper, and began to Icml and mur¬ 
der innocent traders. With the help of accomplices 
In Kalindon, he made suie that Anlonus was kept 
l9oljti.-d ir\ Ihe lighthouse, prevented from reach¬ 
ing ships that docked at the port and thus ak-rtlng 
the mainland authorities. 

by the time of the adventure, almost everyone 
in Kalinden know the mat reason for most ship¬ 
wrecks in the aiva. However, certain (own officials 
arc devoted to keeping secnrt this knowledge. Fur¬ 
thermore, several of Kalindon's busines.s people 
have come to. rely on the pirates for income. 

It is into this nest of complacent villairty that the 
PC is abruptly plunged. A key to hi* survival will 
be the ability to tell friend frorO fcie, and in the 
treacherous waters of Bitter Shoals, that's not 
always an cJSy call. Then; an: several paths to suc- 
cess-^Ul many more to failure and e\’cn death on 
Beacon Faint. 
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CHAPTER 





Personal h;les 



Follo^ii^i; arr dcscriptinn^i cif BrAcvpii Ftiicit n^ii- 
dcnts who may hc Juring lhi‘ advm* 

Inn.'. Thcic bnisic equipment luted. Ihnu^h the 
DM mjy wish la ■;ibiU>tniU' Ihe chiirHicrlere tu ftl hu 
campnif^n or j^ming style. 

An|Qnu» fWlkS) Human; AC *f: W y; hp 24: frAT 
Ij Dm^ 1d4 by dagger; Sr &; Dt>t 12:; C<>n 11; Tnr 
17; Wis 16; Cha 13; AL LN; TllACa IS, 

Weapon Proficieneiea; dagger qiurteritall'. 
Nonweapon rrolicieneiet: Agricullun; 11, Astiuh 
ogy 17, Spelkfafl 16, Reading/'Writing IS, 
IWvilhL-r Si.TU>e I6 l 

bpcils Memorized; nhami person, sluncing U^ftts, 
mrSiW^ife, shield: caniiisvai HgHt WlPlSr^iVlJy, ir^flff- 
lipir; elairvapffnee, bolt, n'rai'thforfNri 

dimmsion door, polipnorph otltfr. 
hqui pmenh Robw, dagger, ring ijT pKdecthrt + J, 
of fhc liphiftouse: Control^ aII doors ftnd portals in 
Ihe lighthnn^ {all hove permanerit icizard 
t^pelb on them, though ihese are normally inoc;' 
live; the door» also have legular tucks) lOtT range, 
and is the key' to the lighihouse beacon-slone. 

Antonud is old, bent, and woalheied, not unlike 
the shinled irws that Stand near the lighthouse he 
tends. While he walks with |he aid of 4 sloth he 
fan shll gel about fairly Well. The years of living 
like a hermit have made him very efcentrk both 
in manner and appearance, and he could seem 
strange and maybe ei'en Ln.sane to a stran]i|ierr 
Motjvation$: I'he Koyal Lighthouse Keeper is 
delermined to fulfill his swam duty to keep the 
lighlhouse operating. He kjHiws lhal lives depend 
tm fiis vigiiance. However. Antonus tsiitso fearful of 
iht* pirates nnd wary of the town-speoplc. with tea- 
iiHl. t tc is unsure who is friend and fOe in Kalindon. 

Ualmcc (T9/Buceanfer) Htiman; AC 4; MV 12; hp 
63; flAT I; Umg hy weapon ]d$j Str 1?; Des 17; 
Con 16; tnl 12; Wb 14; Cha 15; AL NI;?! I AGO 16. 

Weapon Fcofieiencies: broad SWOrd, dagger com- 
poiLlc bow, fitrtsbow. 

Nonwrapon Piolicieneiesr Swimming IS, Seaman¬ 
ship Ifty Claming 14, Navigabon 10, Dirertion Sense 
15, Looting 17, flepe Use l7, VWfather Sense 13. 


Thief Abilities; Iricfc PockfiLs20f?lii.Clpen Locks: 6Ct%, 
Find/Remove Traps "5%, Move Silently 50%, 
Hide Ln Shadows 50%, Dolecl Noise 15%, Climb 
Walk fiO%> Ri^ad languages: ^51%, SocksUb m 4. 
Rquipmentr Imunf siivtJ +-2. leather ormor + J, knee- 
high bools, dark elothing- 

A natiiral-bom leader^ Balmec 1s charming imd 
(^■rnrminds the unquestioning loyalty of he; men. , 
. and why not? His web of piracy and deception 
iilong the Hitter Shoals is making ihem rich on 
bluudy gold. Balmec has almost boyhti gi.Kid looks 
and favorM'lotln.'s of subdued biowns and giej's. 

Afalitufro/js: llalmec Is inlerested first and fone- 
mosl In money. He views everyune he encounlers 
in relation to how they might help Of hinder him 
in oecuntulaliiiig tn'asure. He In mthless and will 
prolert hissitualiiHi on B^sx<.Kn iViot ot any COSt. 

Irduin (T4/WiK4) H,ilf-elf; AC 6; MV 12; hp 18; 
HAT I; Dinghy wea|.ion;Str 12; Dent IS;Con 17; 
Ini 16; WLs t],(Tia 12; AL NE; THACO 19. 

Weapon Proficienries: logger, shorl sword, long 
bow. 

Mon weapon Prafieienciesi: AppraiMtiig 16, Swim, 
ming 12, Seamartn^hip 18, Mavigatlnn 18, Inliint- 
da lion 12, Looting IH, Wt^atlHT Si^se 10. 

Thief AbiHlIe^; Pick Pocket 30%, o^-n Ux ks 15%, 
Find /Rionove Traps Move Silently 60%, Hule 

in Shadows 50%, Delect Noise 15%, Climb Walls 
60%, Read Lar^uages 301^ Barkstoh x2. 

Spells Typically MemodjEed: Anmr, deiivl ma^k, 
magic inisnik^fprgetxl- 

Equipmenl: Dir^^cr +2 and suurJ +2 (a 
n^alrhi'd mi-I of hLnU-!!, each with a geJei hilt fea¬ 
turing a large beryl in the pemmi"!}, ftvi^ arj^»j<« 
+ L water-tight metal tube with loose spellhook 
pages with thesphufls listed above, plus read 
Hiogic, siikid. alter.vlf an^i itfltH’t, k>ng bow, cloak 
with golden brooch fworth 2l>gp), silk garments. 

Firsl mate of the piratic ship BfantMftifi, Irduin is 
a striking figuixv At 6-fisil-1 hi* i> tall h.>r a Knlf^'lf. 

I le habitually dresses in brightly colored silk clothes 
and gold jewelry. He is also luixL-ainw ,l|vI vaitv. 

Irduin is deadly with a sword or dagger. His LlI- 
enis as a wizard make him even mor^ deadly. 
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always imsurinK thdt hc Ihc Hr^r >lTiki‘ 
•1]i^>inst his copifu-wd opponent. 

MotnntwrTs: Irduin ynjoys kllljn)^. He eonsidi^rs 
hunrun^ to be Iwnely better than animabi. (Tllis ici tn 
rcacticin to his cnifl human htther ivbts Iwit liim a 
child.) HetolerAtef^ Dalmec because erf ihepiufits EIh' 
human''sscheiitohas^'iU'mtL>d for aU triv^iOved. 

Experienced Pirates (20 2nd-level fij^htors ot buc- 
caneei^l: AC 10; MV Ml hp H; rfAT T; Dtiis IrfB 
(wlK'r); AI. M; THACO19. 

Firates (20 Ist-lcvel fifthler»h AC 10; MV 12; hp 8; 
HAT 1; Dmg Idfi (FihorE sword) AL THACO 20, 

Then (Wl) Human; AC lO; MV 12; hp 9; (lAT 1; 
DrnR by i^eapon; Sir 16; Dex IJ; Con IS: Int 9; 
Wis U; Lha 10; AL CC; THACO 19 

Weapon Praflciencies: broad sWord, borpoi^ii, 
sliiiK (special iTed). 

Nonweapon ProMciencica: Animal Lon* Fish¬ 
ing 13j Running 9, Swimming 16. 


F.qulpmenl: broad sword, sling, mpe, flint and 
tinder, candle, cntton shirt and tmajsiT!4. 
Thendoefi lurt speak much luT ausn ho has a bad 
stutter. He Is 17 veam oLd with bitmd hair iiml blue 
eyes and stands ^fevl tall. Oiplysiwd ten years ago, 
he* is itoW in the care erf his aunt ,ind uncle^ Ci( and 
Amic Selcar, whe> tipeTnih* ibr Prunken Pelican in 
KalindunrThe Selears ceinside'-r Tlie-U A burtlen, 
lyven though he* works ll.i ni and ha.s wver boon any 
tiuuble Thco wtirLs in the kitchen of the* Drunken 
Pelican, essemliaLly as ii tlislrwa.siier/sciillery tjciy 
Theo generally kt"eps to hiinM:lf and spends 
what free time his auiH and uncle allow him 
eSplorlng the* island. From gossip around the 
town (people speak freely around him, erro- 
noously assuming litai he is simple-minded), ho 
has frg^irvd tjut the pirales' schemes. 

MothnatiLiiiti; Thee> wants to plcflse his aunt and 
uncle, hij( never sc-ems to be able to, no matter 
how hard he works. He would like to see the 
plrati>s stoppetl, because he knows what they aa* 
doing Is wixrng. 

Rand Selcar (F2) Human; AC 9; MV 12; hp 16; 
KAT 1; Dmg by weapon; Str 13; Dex 15; Con 13; 
rm II; Wis9; Cha 12; AL LK;THAOP 19. 

Weapon Proficltncin: Longsword (spocia Lized |, 
dagger, short bow; 

Non weapon Fioficicncies; Cooking 11, Gaming 
13, RuiulLyg 7, Swimming 13 
Ec|uLpmenl; long, sword,dagger, short bow*, cottun 
shirt and tiousers 

Alhuit 5-fonldO (all and le<inr Hand is somewhat 
smeilec' tb<n'i his ^.'ousin. He is 18 years old. dark- 
haired, and bears the fain! lieginning nf a beard. 
Rand's pan.-nls—(’ilf and Amir Sekar—aw p<irt ol 
the pirate conspiracy, bul have not yet told their 
^iun. As a tir<iijll. Hand thinks Theo's tdles about a 
■rfcrel pirate base a A* childish imaginings, and hb^ 
pitn.'iitsei^’ourage this assumptlcrn. 

Rand helps in his parents' inn, serv'lng ales and 
L'liLVirtiitg rooms. 

Meiholwrrs. A lypicjl teenager, Rand b Curious, 
full of energy, and always looking for adventure. 
Unlike hb parCiVtii., Rand has an honi'sl heart, and 
if allowed to folbow ll, will w'AtU tO Stop the pirates. 
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ConfiUble Octm Hum^n; AC 5; MV 10; hp 
41: (fAT 1 Dirj^ by wtaport; Sir JO; Dest 12; Con 
11; Int 15: Wm 12; Chi 7; AL NE; THACO 15. 
Wfjpan Proficiencies; Mjoe (ipcciilizcd), long 
swnnd, short S'VOfXjj digger 
Nomweipon Proficiencies; Ginning 7^ Inhmida- 
tbon 10 or 7, Obsen'alicKn 15, Trscklnfi 6, 
Equipmenl; short SWOrd, dagger, chainmai], rough 
lefltfxTdolhcs, keys lo oonstaKilory ceils. 

Dnm is a swarOiy man in his middle years, ^boilt 
5'foal'7 tall, wilh « sizable paunch that strains 
ai^lnjit the chain mail he wears when venturing 
outHide. Dorn Is married, but his wife left a few 
j eart ago on the trade ship, never to be seen again. 

As coirstabk' uf Kalindon, Dorn Is to enforce 
Li wji, supen.'iM.‘ the fall, and generally keep Older. 
However, he rawly has anylhlog to do other lhan 
ktwping IhriiJe who dnn't approve of piracy in line. 
IXam diVS this maLnly wtih the help of his volun¬ 
teer ’“deputit"*' (half a dozien or so young thugs), 
Mtifp[»rfrii?r.>ir Dorn is the classic small-time oper- 
ahir. He's n'dlly only Balmec's flunky, but like's to 
firi’l that he is in charge. He is greedy, devoid of 
murals and conscience, and hc is a Coward who 
Ollier people lo do hui dirty work, 

Thags <6 1st-level figh(ers): AC 9; MV 12; hp 6; 
iAT 1; Pmghy weapon ld2 (fists) AL CN; 
THAffl 20. 

Chief Filler lonosfn.) Human; AC 10; MV 11; hp 
ID, #.AT 1; Ding by weapon; H|r 10; Dex 12; Con 
4 Ini 15; Wis 13;Cha 12; AL N;THAOO 19. 

Wcapim Proficiencies; dagger, club, 
h'anwrapun Proficiencies: Alertness 14, Forgery 
Id. ItLwtirig Ups 13. 

Thief Abi lilies: Pick Tochets 20%, Open Locks .30%, 
Firut/Ri-TTiove Traps 30%, Move Silently 15%, 
Hide in ShnUiWS 10%. Chitiecl Noise 15%, Climb 
Will*! 44Wi, Read I,angtli1ges 30%, Backstab XZ. 
EijuipracTit: d,Tgger, cane fcairlcd for use as club; 
jochis dCK'S not need il do walk), rotiCS poiich 
with iwn in gp agates. 

The Chief Fldvr is no more honest than Dorn, 
Itvnjgh ki nut cmel I ike the Constable. He is also in 


Ihe pay of balmcc.and will do whalevCT hc is fold. 

M^furJKWS: JuCkk has grown wealthy from pirate 
bribes, arid has> in, tum bribed or IhreaterH.-d enough 
townspeople so lhat his leadership of Kallndon is 
assured—unJeiSzi. SOmccHie disrupts ihe status quo. 

Ebie (T5) Human; AC fr; MV 12; hp 20; HAT 1; 
Dmg by W[?apon; Sir 11; Dex IH; Con 12; Int 14; 
WUs 12; Chi 16; AL IME; THAO) IH. 

Weapuri Proficiencies: dagger, short sword. 
Nonweapon Proficieneiet: Reading Lips 12, 
Tightrope Walking IB, Tumbling 18. 

Hticf AhililieK Pkk lAickets. 6$%^ (.Jpcn ]..ocks: 55%, 
Fffid/Reinow Traps 45%, MioveSilcnlly 60%, Hide 
in Shadows 55%, Delect Moise 40%, Climb Wallin 
80%, Read l.anguagcs; StHD., Backstab k3l 
F v()U i pmeni; dagger and SCftbbnnf df peisrUT, jewelry 
(earrings worth 20 gp), lockpicRs, slitted skirl, 
and white blou.se. 

Fbie is 5-fcioM, wilh curly auburn ham She nor¬ 
mally dresses alluringly, with her shoulders bare 
iVnd her skirt slitted so it reveals her finely muscled 
legs when she walks (she wears her dagger strapped 
high on her thigh where it cannot be seen), 
expecting to be Conironted with dangeioms comba.t, 
she wears a suit of rton-magkal krather armor 
When speaking with males, her manner is 
always flirtatious. She was an acrobat and exotic 
dancer In a iraveling minstrel show, who aug- 
menred her finances by using her good looks to 
sediiCc- charming young males attending the show 
and then killing and robbing Iheni.She tried (u 
rob BalmeC two years ago, but he was prepared 
for her murderous Intentions. He saw her uiidiul- 
ness to him cm Beacon Foint, Al Balmec's nH|uest, 
she seduced fonoG, and now lives wLih him as his 
mislress. Jonos believes she is loyal lo him, but 
Ebie is, in fact, only keeping an eye ort him for 
Balmec. 

Ebte harbors a strong contempt for 
men, viewing them as weak crealures who are 
unable toccmtrol their emotions. Wilh Ihc arrival 
of player character, Ebie will have a new male to 
toy wnih. Providing the character is male, Ebie will 
Seek him out lo play some of her old games with 
him. This might gel thc'charadk-r thrown in jail by 
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Dom, i# flirts back- If Ebie learnsi of the charac¬ 
ter through any effort to rally the townspeople 
against Balnnec and the pirates, she will attempt to 
kill him. 

Allie (T^) Race di^termined by DM; AC &, MV 12; 
hp 5i; #AT 1; Ditij^ by weapon; Str 17; Des 18; 
Con 1*; Int IS; WiS 14; Cha IS; AL EXetemtiited 
by DM; THACO16. 

Weapon Froficlencles: club^ dagger, crossbow, 
long sword 

Nonweapon rroficlencies: Direction Sense 
Gaming 14, Looting 17, Tumbling 18, Rope Use 
17, Weather Sense 13. 

Thief Abilities: Pick Pc)ckfls80%, Open Locks: 72%, 
Find/ Remove Traps 70%, Move Silently 70%, Hide 
in Shadows 56%, Dv'tect N-oise 1.5%, CHmb Walls 
45%v Read Languages: 45%, Backstab x4. 
Equipment; None (although some of the magic 
weapODEi and jewelry found In the pirates.' hroa^ 
sure hoard may belong to AllieJ. 

Allic is a character whom the thief befriends on 
the sea journey that launches him into the events 
of this adventure. DMscan use this character to 
lend asifistance to thief during the clin^ax of the 
adventure, and a possible NFC ally if this scenario 
is being u:ied part of an ongoing cam pa ign- 
Allie's race, sex, and alignment need to be deter¬ 



mined by the DM. Theso.’ traits need to designed 
with an eye toward making Alllo the ideal friend 
and companian for the thief. (Allie's capture by 
the pirate?! should be part of the thief's motivatinn 
to take on Balmec and his crew.) 

Mufitvhcns: ITiis is mostly an area for tlie DM to 
design, and this is only recessary to deflno if the 
DM wishes to start the adventure with some rf>]e- 
playlng encounter^'- Allie's motivallonR should 
match those of the player character fairly closely. 
In the iL-xt O'/ the adventure, il is suggested that 
Allie offers the tilief a posillun in the guild Allic 
will bt^ heading. Tiie DM is frte to invent a com* 
mon ground for the two characters that mor.? 
closely reflects his particular game. 

Shantala et Almndar{C2) Human; AC 8; MV L2; hp 
12; #AT 1; Dmg hy weapiwi; Sir 10; IX-x 16; Coft 14 
Int 13; Wis 17; Cha 15; ALCC; Tl lACO 20. 

Weapon Proficiencies; mancatcheTr quarterslaff. 
Nunweapun PiXificieneies; Healing 15, E lerbaliam 
11. 

Spell Typically Memorized: pcfrryy fi?o<i flifif ilrink, 
cam bAluicf j k3. 

Equipment; quiirtersLaff, ludy syn^ibol (appears tn 
be some form of exotic choker, worth 35 gp), 
pOLirh of curative herbs, billowing skirt and 
lrwvi«-fijltlng green shirt. 

A statuesque, exotic beauty, Shantala el 
Almodar is6-fcKst-l talL with dark skin and long 
black hair. A gifted healer, she tends to the ill- 
nesses and achas and pains of those on the island. 
However, she hates the pirates and closes her 
shop when they are in pi^rt. Likewii^e, it is only 
with reilU'I'anre ihat she treats pirate allies. Unbe¬ 
knownst to all on the island, she is a cleric of a 
gird of healing fjYrm a distant land. 

Sllianlala was shipwrecked on Bea¬ 
con PiTint shortly before Balmec fumed the island 
into his base, and she resents the terror acid pain 
that he and his Cronies have been inflicting upon 
the inntTcent around them. Should the PC stand 
up to the pirate stooges in Kalindon, she will aid 
him as liest she can. 
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This section dctailft the overall cnvirDnitieiil of 
Beacon Poirih as well as a number of secondary 
locations the thief might viisit and I he people 
cnoou^nh^n^d thenr while he is on ihe tsland. Many 
of Ihesc locations feaiure one or more NPC that 
can either help or hinder Ihe character in him in 
his efforts locmhor defeal or ev^de the pirates and 
their cohorts. 

The Island 

Several miles out from the eas^tern conltnental 
coast, amid a treacherous region known as the Bit^ 
ter Shoals,^ lies Deacon Poini , 11 is the only true 
Lsland lor many mites; while it has many ncigh- 
lK>rs, all are jagged atollt^ or nearly submerged 
shoals. 

Beacon Point is ahoul thirty miles in lengih 
from north lo south and roughly the shape of a 
kidney. Rocky beaches meet theseOr rising into flat 
heath and tolling hills along the eastern shores, 
while the western lace is n>ugh mountains. Where 
these Eand'types meet, there are foothills and 
dense forests o# oa k and fir. 

Most of the inhabitants are clustered in the town 
of Kalindon, on the eastern coast toward the 
island's southern tip. i^anning out from Kalindon 
aiea half-doTen Farms. Siit UTiiIl-s north of Ihc town 
stands the royal lighthouse, its powerful beam 
sweeping across the occan every night 

The western shore features Ihe hidden cove 
where Dalmec has created the secret pirate base. 
This dove was also homo to a ivligious order of a 
1o5l culture that lived on the island centuries ago. 
Finally, the Locathah make their home in the 
waters off the isfand's north COAiSt. 

Kallnflon 

Kalindon is a clean^ rustic town with a popular 
lion of roughly 2tXl people (not including the BO or 
w farmers and sheop herders scattered about the 
isle). South of the town is a harbor that can accom^ 
modale up to two mid-si^cd trading vessels, 
well as the tmvn^s several fishing boats. 

Kalindon is laid Out around a senate—a graiisy 
plot with a few small irws and a large well in the 
very center- A dirl street runs around the sc^uaie, 


and moat of the town'^s rommen'lal buildings fare 
il. Als«i in llw supiare is an market arcM wheiv 
farmeni and fishermen barter for goods or sell 
iheir hajvests. 

The buildings around the square include the 
following comrneroial establishments. Mtjsl pro¬ 
prietors live above or behind their shops, unless 
Otherwise noted. Mcisl buildings an'Consiructed 
primarily of stone and feature thatched roofs. 
They are free-standing, each with a garden 
where th-e inhabitants grow flowers, herbs, and 
vegetables. A map of the central pari of Kalin- 
don can be fourvd on the inside of this bixtklel's 
back cover. 

1, Blacksmith 

Helcar Mir? fNGJ and hLs lecnage sun Kel (N) 
are the primary' smiths of Kalindon. The front of 
the building contains a workshop and display 
area. The smithy is in the back. The smiths make 
naiis^ farming implements., rims for cart wheels, 
and metal Straps for barrels, among other things. 
The family, which is rounded oul by I ielcar's wife 
Mira (M)and their infant daughter, live# above the 
shop. 

Helear does not approve of the pirating activi- 
tiesj and would tike to see Balmec brought to jus¬ 
tice. He suspects the pirates arc based 
some where on the island^ but, despite several 
scouting missions with his s^m, as been unable to 
located it. Helcar and Kel will support [lu‘ player 
character In any armed confrontAtion he wishes 
to stage (both are Jsl4evel fightersl and wilt 
warn him about Hhirn's and Jonos' alliance with 
Balmec. 

2, Dry-goods Store 

Themn Vam (H), a widower, operates this Farge 
store, stocked with all manner of nonperlshables: 
soaps, blankets and fabrics, crockery, cand k‘s, and 
countless other items. All prices are the same as 
those found in Ihe Ptayrr'i flJiniilxKii;, Theron denies 
the pirates exist, even though many salvaged Items 
firnl ihetr way onto his shelves. Vam's teenAge sem 
Gorek (CM) is one of the Constable's "deputies,^ 
The pair lives behind the slure. 

If the pbycr character approaches either Therqn 
or Conek about the pirates or Anything n-Eated to 
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the piTAleSr this aciion will immediateLy be 
reported lo Dom. 

5. Cooper 

tlmar Farren and his wife (both N) live above 
the Simall ivorkshop where El mar builds and 
repairs bamelSr blmar doesn't care one way or the 
other about the pirates, but he doesn't want any 
trouble- If questioned by the thief, neither has any 
informal ion and claims to know nothing. If at all 
pressured by the player character, Elmar .will 
report him lo Donir 

4. Weaver 

bldora Wenc (CGJ operates the looms in this 
shop wilh two spinsters who are remarkable 
only in their complete blandness. I’hey weave 
mostly cotton and ramie^ but the)f also work 
with WOOL I he trio lives in small chambers 
above the stone. 

Ore of I he town tlders^ Eldora is a busybody 
with good inler^tions, She does not approve of the 
pirates, and knows lh.it the Constable and Chief 
Elder Jonosaw in llieir pay. If she discovers the i’C 
is askioig questions, she may warn him to avoid 
these men and I heron at the dry goods store. She 
will specifically mention Ihe blacksmith and Shan- 
tala the herbalist as potenl ial allies. 

5. Metalsniith 

Bpecialiainj( in smaller items such as cutlery 
and loots, l^eren Falva (N) also works with a vari¬ 
ety of mctals.including sliver. Ke appreciates the 
pirates for the fine metai work they brinjj him 
From far-flunjf larids- He aNo melts a few tbinjgs 
down h> bo rc-cii!it and sold. His wife, liOtUS (.1^0, 
pregnant with the couple'‘s second child, is wor¬ 
ried that her husband's association wilh the 
pirates will Iqad to trouble- The couplc lives 
behind the shop- 

If approached, Denan will have nothing helpful 
for the thief, and will deny any knowledge of the 
pirates. Lotus, on the other hand, will attempt to 
seek out the player character wnth an offer of food 
and clothing if he promises to rid the island of 
Balmec's influence- She knows the A^eepi is 
the pirate ship, and that Dorn is In league with the 
pirate captain. 


6. CartwrighI 

dull Wendering (N) makes all manner of carts 
and wagons, though most are designed to he 
drbiwn by one donkey and are thus relatively 
small. Fond of drink. Cull can often be found at 
the Drunken Pelican, and spends most mornings 
on the floor of his sJiop, sleeping otf the drinks of 
the night before. 

Cull has no opinion of the pirates and their 
plots and is generally loo drunk or too hung over 
to pay attention to the plotting going on around 
him. He can tell Ihe thief, huwevet that Jonos and 
Dom want lo keep Antonus the Lighthouse keeper 
isulated in his tower; as far as Cull knows, this is 
because theseniJe old coot offended a merchant 
captain named Baimec. 

7. Cabinetmaker 

Ayte Tactual EWC) is an aging and, very skilled 
woodworker. His vision has been fading over the 
pa:;t few years, forcing him to do less work. He 
dislikes the pirates but will not offer any help to 
the PC. Ayre has a bed-ridden, fragile wife and 
fears for hef health should Dom or his "deputies" 
decide to pay a visit. The childless couple lives in 
a single room above the shop. 

Due to his fear of Dorn, Ayre will rot give the 
thief any information or aid, at least not overtly. 
He will, however, send anonymous word through 
Ihoo llwl the keeper of Ihe lighthouse is the only 
trustworthy man on Beacon Point, 

S. Tavern: The North Wind 

The other tavern in Kalindon is a more sedate 
establishment that is visited more by residents in 
search of a good meal than the drink. t.>wned by 
Chief Elder Jonos, the Town Elders use the richly 
appointed common room for their monthly 

moctings- 

An eiderty couple (N), who are unaware of the 
pirate acbvity, do most of the work at the tav-efn. 
I heir grown son, Tcnkec (CN) helps out around 
the inn and aisio performs odd jobs at a farm that 
Jonw also owns. Tenkec fandess himself on udven- 
turer and will volunteer to assist in any effort the 
thief stages against the pirates. He is a 2nd-level 
fighter. 

Jonos lives in a suite of rooms on the second 
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floor uf iho tawm with tbiCj a fair-skinntd 
woman who if half his age. Jonos considerf Cbio 
hlf loyal mistrefs, biil sb? is, Lri fact, a thief in the 
service of Balmec who has been charged with 
keeping an eye on the chief elder, if word of any 
PC invcftlgationi; reach jonos, or If she is 
approached by the player character, she will 
alerl Balmec to his presence. Should the player 
character begin to stir up too much tremble, she 
will take action afiainst him. Ebie will attempt to 
befriend or seduce the Ihief, and then attack the 
character with a dagger drawn from her scflfrfwrd 
of pOMflPj a«d coated with Type E poison (imme- 

diate, death/2.) 

If the DM chooses, Hbie might also approach the 
thief with an offer to join the pirates, particularly 
If he slaysirduin during "The Great Escape? 
encounter, nr possibly after paying some manner 
of spectaeular visit to the hidden pirate base. (See 
Chapter V; Conclusion.^') Should the plniycr char¬ 
acter refuse these offers, Ebie will most likely 
attempt to kill him as outlined above. 

Herballsl/Healcr 

I'his is the shop and resider^ce of Shan tala et 
Almodar, the island's healer and secrelly a cleric 
of a god worshiped in a distant land. She lives 
alone above her small herbalist shop. The shop 
itself is crowded with jars and bins of herb* and 
spices of virtually every kind. Some are merely for 
cooking, but many have special pmpertiei. 

If the rc happens to speak to her she will tell 
him that Dorn, Jones, and the "w here he lives 
with" arv all pirate stooges, and that Ihe pirates 
sail on the ship called Bfacfr Moori. She will help 
an injured l*C to the best ef her ability and will 
he a vuea! supporter of any effortis against the 
pirates. 

10. Baker 

Wler and Jiyndia Tannis (NG) operate and live 
ill ihebEikery next to the mill. Breads and cakes an? 
made daily. The Tannis^ don't care much for the 
pirate optTatiofn.s, but are afraid to say or do any- 
tliing biTiuise they don't want their 7-ycar-oid sun 
to come to harm. They will be of no help to the 
thief, bul will ronEfthelcss net report him to Dam. 


l-|,Milkn 

Every one brings their grain to Feidin the Miller 
(LN). lie has I wo mill&luiic’S- tw''? powervd by an 
adjacent stream, the other by a small windmill jui- 
ting through his roof. Perdin is neutral about the 
pirates, (hoiigli he isn't too happy about his sou 
Dug (CM) hanging about w ith the deputies. His 
wife, I Idle (CM), however, sees this as a way for 
the son to advance himself- Tlw family lives in a 
small building attached to the milLs. 

Depending on who is approaclHjd in this house¬ 
hold, the thiet may gain infLirniation or trtmhle; 
Helle and Dug will icpoft him to Ottm (and Dug 
will round up a few friends ,ind try (o beat the PC 
silly) while Terdin w ill warn him not Iv speak to 
anycine about pirates, save the weaver Elder 
Eldora Wtne. 

12. Constabulary 

See the detailed descriplic'n and layout below. 


13, Tailor 

Gerard Torik (N) makes a variety of clothing. 
One of the town elders, Gerard is a fi^arful man 
who duesn't like the pirab-s but will nonelhelBSi; 
report any BC queries lo EKirn. He is a widower; 
who lives in the building with two daughters 
(Fawn and Dori, both CN). Both girls are in their 
twenties and work at the Drunken Pelican. Nei- 
ther girt is terribly bright, but both are very 


pretty. L. 1 k. 

If apprewched properly by^ a PC with higli cha¬ 
risma, either girl can tell him all the inform,Uion 
prestmted in thapters li and TH about Dorn, Jonos, 
and theSelcar famlly.They cvin also tell the thief 
lhal the lighthouse keeper h.is gone in.sa^^ in his 
old age; a few years ago. he tumetl the pilot from 
the handsome and charming Captain Balmec s 
ship into a crow. Ever since they, Dorn has kept 
the old man from enUriog Katindon. 


14. Bnalwright 

Goran Haldane (LM) and his ihrt'e sons (all N) 
live on the edge uf towm but spend their days on 
the docks, building and nepfliririg boats for the 
small flirel of fishing vessels of IVacon Koint. Hal- 
dane'swife and daughter also live in the hoti^ 
Haldane is on the council of elders and dislikes 
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the piratefi but knawii ihdl h4: is OLilnunibered. 

AlthfHigfi t>e EiJid hin Koiiei flit All O-levelr they wiU 
tike up arrus to AF^iiist the thief in any ventiire he 
miji^t TiEsrniLI fnr Curan will likewise be a vocal sup¬ 
porter of any effort lu oust Doni And Jonos should 
be think he has support fronn oUwr townsfolk- 

15. Cobbler. 

AreA Swinip (CN) is an old man who j'ust 
wants to Ive left alone to make shoes. He WOi^''t 
iafco bribes, hut fonos has accomplished the 
SAmo thing by just bringing the old naan some 
quality leather to work with. In return,. Arex 
voltes for Jonos every year. If approached by the 
PC about anything but shoes, Arex will report 
him to Constable l>om. 

16. Tavern and Inn 

The Drunken Pelican. See the detailed descrip¬ 
tion and layout below. 


The Constabulary 

Dtirn's heaili|uflrler3 is a store building with 
small windows and A Iwavy oak dtlOr. Di.’im lives 
upstairs. Tile conslalvie can usually be found here 
with one or two of his 'deputies.'"' 


1. Office 

An. tifien an.^^ with a desk and two cluirs fating 
the three cells, thix is where Dttrn spends much of 
his lime. 

Any et|uipfnenl taken from the FC w^iH be 
slored in A large drawer on the desk. The IcKk is 
sini[>le; atti-mpis |h:i pick in gain a +2{J% bonus. 

2. Cells 

Kalirdoi/s jail consists of Iheso three adjacent 
chambers wilh in'tn-barred doors. The locks are 
simplej attempts to pick them gain A +101% bonus. 

J, Dorn's Quarters 

Tins J single room that is divided along its 
center bv a he 4 ivy curtain. On the slairward side of 
the curtain is A telahvely neat fitting area, contain¬ 
ing a table and twocninfortable chairs- Pchind the 
curtain is a bed wilh filthy blankets arid all man¬ 
ner of personal belongings scattened about. 

If the IXI searches Dom's quarters, he will find a 
strong box under the bed. The box is trapped with 
a needle that is coated with Type C poison 
(injected, 2-5 min. 25/2-8). 

inside the box is 103 gp are gems of different 
values (the portion of Dom's pirate bribes thal he 
ha.c managecl to save), a gold nng w^ilh a stnall Jiii 
gem (worth 2t) gp, this is Dnrn's wedding ring), 
and perhaps one or two bits of incriminating evi¬ 
dence that links Dorn to the pirates, or maybe a 
clue for use in a future adventure. 

The Drunken Pelican 

].Tavern/ Dining Hall 

A large room in the front of the inrtrtMs hall bna-sb 
a wide hearth And high oeiling and several worn 
tables flanked with chairs. (Ttf St-lcar makes drinks 
frtjnt a well-stocked bar (thanks to frequent trade 
vbihs and pirate booty). The Torik sisters, fawn Eirid 
[X>ri, serve d ranks and food with help from Hand. 
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Z. KiEclicn. 

Amif Li in cKarj^ hei¥j ovcrioEiitg the preparation 
oJ food. If Thol^ isn't runniii^crrarids or ofif«J!plor- 
ing, fu^ Ik ln'nf washing dlshcs. 

^ Slairs 

rheSL’ lead to the second floor ur the mn and ihe 
giu^l nKitns, 

I. Sekar (Jving/Dining Area. 

the Selcar family lives at the back of the 
Drunken Pel Lean. This is a combiiiatioii dining 
iDOjn/tiyiiigarea where ihe family gathers. Ftrad 
is pn'IMrttl tn Uie Pelican kilchenr 

S. Amie ani,l Gif's Room 

This ccw.y hedn-tom has beer fitmishcd primar¬ 
ily with salvniged goods. A amatl marble carving 
of an elepKiirtt stands on a shelf iibove the doon 
The; carving, unknown to the Selcars, Js actually a 
If rote of Dwnrr/rOfia ponrpr (as described in the 
iju>i(Tfm WaSTf CrfjyrJi. 


6n Rand and Theo's Koom 

Like all teenage boys, Rand and Thco have 
Iroublo keeping their mom nea|, ft is furnished 
with bunkbeds^ a chest, and a small writing table. 

7. Office 

Gif keeps the Pelican records here at a large old 
desk. On the western wall is a secret parw]^ behind 
w'hich is a Locked slrongbOM. containing 45 gp and 
210 sp. It is not trapped. 

^ Stably 

A small affair with just space for Hve horses or 
donkeys. H is usually kept clean by Theo. 

9. Guest Rooms, 

'I he inn has four irooms with large beds featur¬ 
ing straw-filled matttesses. Each room is of similar 
quality OS the rest, and each bed can hold up to 
three adult hutnans. 
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Plot Points 




Tllili M'ctiuri, dptiiilsii Ji numbL^r uf pcissiblu 
cnc»unii*rH [h j t d variet)^ of pu rptw*?!; toward 

advancing IIiil: advi'nlun''^^ plot and [nvolving ihi; 
character^ ranj^Ln^ frtim Iht^ PC lo Ek'aoon 

Poinl li> giving him a rtaKon lo want tu fight 
|}aln:Wi''s. piralt^. 

As Ihi" advirnturr pmgrrw*?;, Kom^ of may 
not happt'fi in thr mfdrf pnrsvnti'd, and othtritf 
may not happen aL alt, bul that ia nol LTiliial. T1i«‘ 
DM should Ih* familiar with all of tliv possible 
L'n(^Duntc^s, 50 that he or she is prepared if ihe 
thief deckles to take a side'lrip. 

Stardng ttie Adventure 

If this advmtoie is used as pari of a campraign, 
the DM may reed to provide a reason for ihe PC 
to take (he ?ioa joiinwy llnal wtll liind him on Bea¬ 
con Point, and create the motivalLon for wanting 
to briri; down Balmec and his pirates^ Tf lids 
adrenlure is used indepeodenlly or as a way |o 
launch a new PC, Lhe following text slutuld serve 
as the schup to adventure; 


With tittle mure than your Inisty loel^picks 
and a handful of coim, you'cc heading for new 
coasts. (DM Moter the character"s personal 
treasure and equipmenl befotv Ihe adventure 
begins is of llltle importance.) 

Most of your money went to book passage 
on the ship, and for ifvc first cpuple of davs at 
sea, you were glumly thinking about starting 
over permiless in a new land ... but then you 
saw ere uf lhe other passengers, AJliOr t>trut- 
ling arourvcl the deck in all mianner of finery. Of ‘ 
Seemingly noble bearing, AlUe was also a > 
seemingly perfect target, until you Iried to pil¬ 
fer a nng or two; that's when it became appar- 
i ent that Altie was a fellow prufessional. 

You dnd AUie quickly became fast friends, and 
the prospect of starting ovct* began to seem lew 
gloomy. Your ship w-as two days away from 
your destination wlten AI lie made the offer to 
give you a ranking position Ln the new guild, 
and as you both went to your cabins that nighty 
you knew a bright future was waiting. 


Ycu fall asleep easily, but am awakened sud¬ 
denly by loud shouts and Ihe r^und of conibtl 
oulside your cabin. 


Allow the PC to make whatever preparaliun he 
dE?sLres. 

Should he- attempt to hide in the Cabin, the door 
will Mwing open after a eoiiplv nf roumls (as Irduin 
casts HriiH'J:, assuming the PC locked the cabin 
dtHir) and Idft pirates rush in. The PC" will he sprrt- 
tud and if he bt-gins to defend himself, he will 
need in n^ake a giving |hn,iw versosSj^ells with a - 
2 penalty^ as Irduin casts /oFj^irt from the- back of 
the fray, tihould the PC' fail lhe saving ihrow, and 
thust stand mumenlarily bewildered, he is sud¬ 
denly struck uncnn^irious by a hinw across the 
race. H is last sight ts the blurred image of a sriL-er- 
ing, fine^fea tii trd face. 

Should Ihe PC leave his cabin to poln in the 
chaotic battle taking pla<,x' on tlu‘ doi'kr Iw will bo 
mi-t by UlS pirates. Thu NPCs move to engage 
him, os Ihe PC sees his iww friend Allie fall before 
a mlghly blow struck by a laEI, lithe figure divssed 
in brightly colored clolhes. As lhe PC fights the 
piratc^s, he needs to make a saving throw versus 
spell with A -2 penalty, lihould the saving I brow 
fail, the PC Is gripped momcniarily by confusion 
as Irduin's ferret spell wipes the previous two 
minutes from his mind, Ueforc he manages Id 
gather his wits, he is struck uncortsclous by a 
vicious blow lo lhe head. 

If the FC makes his save in either case, wave 
upon wave of pirates attack him, causing primar¬ 
ily subdual damage. (T'hi^ object is nol to kill the 
PC, but to get him irt a pcisiticul to start the main 
advenlune; the DM shnuld, howe^-er, make it seem 
that Ihe PC is being slaughtered by Ihe over¬ 
whelming foes, perhaps by even hitting him with 
a volley of irtissfirs from srnnewhere behirKi 

the melee attackers. Dramatics and seeming 
lell>ality is the key to this contbal.) Should the PC 
surrender, he is struck unconscious by a blow to 
the hi-od. 

Regardless of the how the battle with the 
pirates plays ilself out, the PC should end up 
unconscious. Once this has been achieved, read 
the followings 
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TIil- world swims iiiiki futUi with a painful 
ihmbbiii^ jji'ainst your skull. You touch your 
fjccnnd youi" hafuj ttururs biwav damp wilh 
your drydnii, bliKK.1. 

Your hi'jd spiiw us you struj^le to your iecl 
and lak« in l|ie C-nriiajjL" arciur.d you. Ifl iho 
light of thN' iull muon, you the ship's deck 
is strewn wilfi Ihf btidius of crew aod passcEi- 
fjers. As you siumbli^ across ihc dc-ck, clbscnt- 
mindEidly picking up a bloodie-d sw^ord, you 
don'l SIX' Allie's lx*dy anywhece. 


Should the PC hry to lako slock of hi* belong¬ 
ings, he will find that everything but WClhhiddcn 
(such as inside a hollow boot heel) valuabk-s ha\'e 
been taken ffom his penicm. If the l^‘ bad his lock- 
pick serwllh him, he will find it nearby, dropped 
on I he deck by a careless buecantcr. No other 
valuables can be found. Once the character has 
taken slock of the situation, and particularly if he 
should try lo return io his cabin or go below deck, 
read the following: 


As you re^diZL" that the ship's attackers must 
have left you for dead, a beam ol blue-white 
light sweeps acro&n the deck end out over the 
‘ W'atef, revealing black jagged rocksall arOUtiid, 
Moments later, the ship shudders and a ter 
rible shriek of tearing wood fills the night. The 
deck buckles beneath your feet, the ship 
lurches sharply, and you are thrown into the 
black, chilly walers. Clutching yemr weapon, 
you manage lo stay afloat by hanging on to a 
shattered plank. 

The cold ivafer begins to numb your l!imb.s. 
and 3 pounding fills youf ears. As you des¬ 
perately try to keep from slipping back into 
unconsciou'sness, the pounding grows deaf¬ 
ening and the waves buffet you mercilossJy. 
b"ar above, the mysterious beam of light 
sweeps through the darkness . . . and you 
find yourself defeatc'd vet again; this time by 
oblivion. 
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On ttie Beach 

ITie PC iiwakens the next morning on ii beach^ 
ihe risinj^ sun casting a biuLsh tint ovtr every¬ 
thing, A morning chill hangs in the air, but a imall 
fire r»ear by W^rms his shin. Also nearby is some 
ftx)d wrapped in a piece o^ rou&h clolh, with a 
note Attached. The note reads, "Hope you're (eel- 
Lng better''' It is unsigned. 

As Ivi looks around, he notices (pntprints lead¬ 
ing toward jagged cliffs, at the very top of which 
stands A tall stone tower. The thief can see that the 
very top of the tow'er seems to be made enrirely of 
glass that is glinting in the sunlight. The tow'cr 
appears dark and forbidding- This is ihe royal 
lighthuuse on Beaoon l^>int a llhcnjgh he presently 
has no way of knowing that he is on an island. 

The PC will probably turn his attention to .secur¬ 
ing more food, fresh water and clean, dry clothes. 
(Presently he has rtu possesstons save the weapon 
thal had been In his hand, and possibly his lock 



>at 


picks.) l^eachLng ovili/abon or finding hu: unknown 
benefactor is prcibably forC'lftOSl in tbe l^'s mind. 

While the lighthouse is Ihe only building in 
sight, and the tracks in the sand lead In that diroc- 
lion, there i.s no path from the beach up to it. The 
cliffs are steep and cannot be safely climbed by 
■invone save a properly equipped mountatneer. 
Eihould the thief attempt tive climb, he will need to 
make six Climb Walls checks, beginning at a -30^0 
penalty and adding -10% per check. However, the 
cliff slopes downward to the south, and if the PC 
goes that way for roughly a mile, he comes upum a 
Wei I-traveled road that leads inland over ihe cliff. 

If the thief follows the road inland, he comes 
reaches Ihe island's central moor. A rough path 
splits off Irom the road, leading toward the light- 
bouSOr which is still the only structure In sight. The 
main road continues southward, winding its way 
through a mlling heath dotted with a few dumps of 
low', w indblown trees, strange rock formalions and 
some Straggly shrubs, running right up to the cliffs, 
tventual ly, the character reaches one of Ihe outly¬ 
ing farms and meets Then ^nd Rnrd as they head to 
the northern beaches in search of salvage. (This 
encounter plays as outlined below, excepl Anlonus 
does not put in .m appearance and there is no com¬ 
bat with a giant crab. 

If the PC follows the path to the RoycVl Light¬ 
house, the DM should consult the !;cetion tilled 
"The Ughtliouse" Later In ihis chapter. 

If the character continues souihward along the 
beach, he barely takes 20 paces before he hcvirs an 
odd clicking sound behind him. When he turiis to 
look, he secs a giant crab scurrying toward him, 
its huge pincers opening and closing rapidly in 
anticipation of snapping him in half. 

Cianl Crabi Int Non; AL JM; AC 3; MV 9; HD 3; hp 
21; THACO 17; AT#J; Dmg 2-A/l-^i SZ L; ML13; 
XP65 

It is likely the thief Is outclassed by this creature, 
but all is not lost. After one round of comhal, two 
leenage boys come rvshing to his aid, swinging 
Sticks wildly at Ihe gtani crab. These boys are 
Rand and TTieo, described in Chapter Two. 

The boys' blows glance harmlessly off the crea¬ 
ture's armor, but the round after their arrival, a 
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volley of four nwjfi’i: miisilta smeak from the direc- 
ticifi of the lighthousiv |>robabLv killiog the crab- 

Onoe the crab is dodtJ^ the Ihief spots a bent fig- 
ure standing atop a ktioli well uver lUU yards 
away. ]{ 13 Anlonus (described in Chapter Two), 
ard once the PC and boys arc safe, he tum.s, and, 
leaning on a staffs leaves tlie knoU and disappears 
from view. 

Rand temarks in an CKCLlcd lOilC that they w ere 
all lucky to survive between the giant crab and thu 
"Crazy Lighthouse keeper." Theo will Stutter an 
cibjection to this description of Anton us^ but Rand 
will bn.' Lidamant that the Li|^hthouse keeper is dan- 
gerous and crazy. Should the ihief iisk about 
Antoniis^ Rand will continue to insist tluii the old 
man jsicra.zy, citing both the constable of Katindon 
and his father as experts on this subject. 

Rand quickly begins quizzing the PC, asking 
quiwlions such as, 'T^fhafs your name?"', 3 re 

you from?'', "Are you a survivor from last night's 
wiw. k?'', '"Are you a sailor who jumped ship?", "'Did 
yc]|] kill anyone?", etc. Eventually, he gets aitjund to 
introducing himself and Theo, and explains that 
they were heading to the beach to look for salvage 
that inighi Itave wa^httl up from the wrecked ship. 
Raiul also offers tr> bring lhe PC’ to Kalindon where 
Ite is sure that his paivnts will help him. 

Kalindon is about five mile? from Iho point 
where the trail branches riff to the lighthouse. A 
smart PC will use this time wirh the boys to get 
plenty of informattun about his surroundings. 
And Kund will continue to question the PC with 
an innocent tactlessness (and wild imagination} 
about how lie gut onto the island. 

However, if the PC mentions that his ship may 
have been attacked by pirates, Rand will look sur¬ 
prised and say "Pirates! My father says thofoape 
no pirates around here, but 1'heo thinks there 
■are—did you see any?" Regardless of the reply; 
Rarid will Flow begin to question and doubt every¬ 
thing the rc says. 

Then wjl] be quiet fur most of the trip, but may 
attempt to make a stuttering comment abi»ut the 
pirates, which will l>e Cut off by a ineering com¬ 
ment aljout his "stupidiity" from Rand. 

Rand's altitude tCiwa.rti bulb Antonus and the 
pirates, and several refei^ences to his father and 
Con.stable Dorji as reli;f)ble, trust-worthy 


observers, should begin to sow seeds of suspicion 
in the PC's mind. 

The DM should role-play this for as long as the 
player wants;; the five-mile walk could take as 
long as (w'o hours depend Ing oit the thief's pace. 
There are scattered farms along five way, but the 
area is thinly populated, 

I he 1C might choffi^ to Stop at one of (he farms 
instead of going into town. Any farmer 
approached will be happy to let the PC sleep in 
the barn, but will be unable to spare any food or 
clothing. Unless the character wri.she^ to mb a dirt- 
pOor peasant family of w hat little it nwrts, the only 
place he will find food and equipment is Kaltn- 
dion, and possibly the Royal LighthoiibFO. Mono of 
the fa rmers know about the pirates. 

Arriving In KAlIndon 

At last, the long hike comes to an end, as the 
characters come over a ridge and find tltomselves 
in iCalindon. 

A.s the boys lead the PC to a large buildirvg that 
sptirts an amateurishly painted sign bearing a stag¬ 
gering pelican with a fish popping out of its beak 
and the words "The Drunken Pelican" underneath, 
Hl- notices that the towo-sfcjlk galhemd in the market 
square are staring. Some have clear hostility on ihctr 
faces, and as the PC reaches the door to the inn, a 
woman, Syndia from location 10 on the map,eyes 
him with a fearful expmssion snatchi!s. up a yc»ung 
who had been playing in the dirt and hurries off. 
(Tho hostile townsfolk att in league wiUt the pirates, 
and the pregnant w^oman was Lotus, the cnctah 
smith's wife. All have already guessed that the thief 
is a SuriLdvor of one of BaJmK's attack.^.} E%and reacts 
with Confusion if the thief questions him about the 
hostile looks, and Theo just shruj^. 

Inside, the Pelican is dimly lit and deserted 
except for three m iddlc-aged men at the bar (they 
are Theron Varn the dry-goods shopkeeper, Alrid 
Chaok, a farmer in town to buy supplies, and Gif 
Selcar, who is behind the bar polishing glasses.) 
A.-i the PC and boys enter, Amie Selcar will also 
emerge from the kiichen- They all exchange wor¬ 
ried glances except Chaok, who knows nothing of 
the pirates. Rand will repeat any mention the PC 
has made of pirates with obvious amusemenf, and 
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this utlly 1‘iOTlfintts IhL'ir 

Al this, <it ilrty other meiltiun ut pii'iitt.'S, Gif lelifi 
Antic to get the guicst suiiie hxxl and clean clothes 
while he goes to find the Constable. They both 
seem very Concerned about the PC's welUbeing 
and comfort. 

If the thief tries to discus? the pirates with the 
other charactery: in th« tavern, Amie yayy the only 
pirates near Beacon Point art those in the wild talcs 
of boys and drunken seafarers. Vam w ill agroe with 
hetj perhaps a bit too quickly, and when Chaok 
ej<presses an interest in hearing more about these 
pirates, the merchant will hurry his ciLStomer oub 
side. Rand Suggests that perhaps the thief's boat 
struck a reef and he is confused, and Aiille excuses 
herself, leaving the thief alone with the boys 

Shortly after Amic brings the thief a change of 
clothes, an ale, and a br^wl of hot slew, Gif returns 
with Constable Dom and twrs largB, uninteiltgent- 
kxjking young men. Gif introduces Dom to the thief, 
saying that the constable has a few questiocLS, then 
goes back into the kitchen, taking Then with him 


and insmjctirg KflUtd to finish polishing the gjasses. 

With his two "depoties* lounging by the door 
(ofvc makes a point of Caking out a large knife and 
cleaning his grimy fingernails), Dorn puffs him¬ 
self up and Strutts around the room with hi? hands 
clasped behind his back. 


Tire swarthy constable sjx-ak.s in a self-impor¬ 
tant lone. "Yciu need to know, boy, [irr "lioney," 
if the 1^ I? female I that I like thiitgs iriiV and 
peaceful." I le glares at ycHi. "Rand's dnddy said 
you're lelling teles of your .ship being attacked 
by pirates. Pirates! If you kcop spreading non¬ 
sense like that, you'll be disturbing the peace in 
mv town, and I won't stand for that. Sa, how 
did you end up on Beacon Point? .And spare; me 
I he fantasies alxiial pirates; if y^ou^re a pilot and 
you rail your ship aground on the shoals, you 
ntight as well jiLst admit it," 


If the thief gets the message and replaces the 
truth with even a remotely convincing lie, Dorn 
says, "Well, that's a relief-1 don't wart any panic 
because of urfounded rumors about imaginary 
pirates around town ,. 

Dom tells Che PC Ch.U he is welcome in kalindnn 
ttntil thr.‘ nt^t meieltart ship comes by in two weeks 
or so. He suggests the PC ntake himijelf useful ami 
tarn his keep. 'Then, feeling that he has skillfully 
sol^iad this prublem, he wUI takehis leave of the Ffi- 
iatti, announcing to the Selcars on the way out that 

htf'll btf back that L"vi.Tii[ig for an alvur twiv 

On the other hand, if the PC insists on tlie pi n' te 
Story, Uorn becomes furious and arrest? him for 
disturbing Che peace; if the E^C doesn't go to the 
Jail peacefully, the thugs will attack to subdue him 
(use the unarmed combat rules in the Pfaycr's 
Hffftrffwcj*). Should the PC be loo much for them m 
handle, Dorn will enler the fray with lethal force. 
Hopefully, the PC will sufrender, and will be lead 
(or carried) off with Rand looking on, an aghast 
£.>xpmssion oai tus faCe. 

If the PC manages to keep himself out of fail, be 
still has nowhere to slay and no money. Rand is 
Certain that his parents will help him out, and, 
sure enough. Gif o-ffers him a stall in the Pelican'? 
small stable and two meals a day if the thief will 


* OtHfrixT Fnur 




















ciGan the ?tiblc5 pertomn other odd jobs. 
Obviously, Ihig sort o^ work isn't going to sit 
well with ar esperierLCcd thief, but burglary in 
such a small town would be a foolish idea suspi' 
cion would immediately fall on the newoomer. So, 
unless the PC leaves Kalindort^ whieh won^t 
improve his situation much^ he has few other 
options ew.'ept to work hand h>r pretty p<K>r fond. 

Theo will be the only bnght spot in the drudgery. 
Hu brings thu thief additional food, and during hi^ 
own spanas froe hme will asks to hear stories about 
the outside world. (iCalindori is really a pretty dull 
place, despite the petty intrigues.l If the PC tries to 
press iTieo about the pirates, though, Thco will 
become nervous and elumsily evasive. (After the 
pirates visit, however, Ite may tell what he knows,) 
The thief might also meet ntany of the other 
townspeople during this time, and gradually 
begin to discover who is friend or fou, and how 
entrenched the piratet^ are in the small cominunlly'. 
Later, Whtm the thief rehim.*; fjocn the pirate base, 
any encounters In town may form the ground¬ 
work to overthrow the crooked constable and 
town elders. On the other hand, encounters in 
town might ako land the thief in jail. 


The BfMk Moon Vf^Hs 

The thiof cither has had a few days of drudgery 
or utter boredom (Dorn and his tiim-witled 
"deputies" keep a sharp eye on the PC and treat 
hirn with utmost caution) when a ship pulls into 
the harbor. Thu catavel has gray sails and flies a 
flag of a black sickle moon on a rod field. 

Captain balmec and his crew are w^olcorncd at 
Kalindon. They bring gold and intorcsting items 
lo trade for supplies. Several crew-members come 
to the Urunkon I^Jiean that night to drink (and 
harass the women). 

If the PC comes to the common room that 
wening, he will recogniije a brightly cbd half-elf, 
Irduin, alone at a table in the corner, scowling M 
the reveling human pirates. (The PC ought to be 
iiblu to figure out by now that the Bfdclf iWucK is the 
pirate ship, if he doesn't know already.) If he 
catches liduin's eye, there is a ZS'Kt chance that the 
first rnate w'itl recogni/je him, in which case the 
thief is in great danger. If the thief gue:^ up and 
introduce^ himself, as a rogue whose bravado out-^ 
strips his common seiwe might do. the half-elf rec¬ 
ognizes him immediately Irduin won't fight the 
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rC in ihe I’tlican, bul wil! tratfc him dcjwn whtn 
he is alone Eater that nifiht and attack him in a situ- 
ation similar to the one deMribed Sn the i^ectiun 
titled The Great Escape?"' 

Dtiring Ihe eveningr Dom Ptrives at the tavcm 
and goes immediately^ to the table where BaLmcc ii 
silting. As the two leave Ihe tavern together, 
Erduin gets up and follows. Should the PC chtMisc 
to trail them, he finds lhat they go to ihg North 
Wind and meet with Jonos, should he get clone 
enough to eavesdrop on the meeting, he will leam 
that he is the topic of conversalion- hialmec sug- 
gesb sending him to deal with the irrilaling light¬ 
house keeper, hoping to use one prohtena to solve 
{■mother. ,. 

Some of the crewmen of the iiifKkMwn —includ¬ 
ing Irduin— Stay overnight at Ihc inn. (Italmec 
returns to the ship.) An opportunity for a little 
burglary presents itself hero; this would be less 
risky than picking pockets in the middle of the 
coTiiTnon rotim. These crewmen will pfobahly be 
drunk and sleeping deeply, SO toJioving them of a 
little gold would be relatively easy. However, if 
the thief takes too much, there COUid be a backlash 
(StrSi chance Dorn and the "deputies" Will come 
Jookingj ir force, for the thief) the ne.)(t morning 
w'hcn Ihe pirates realize that they've been tobbcd- 
(Each pirate has Id 10 sp and 1 d6 gp on his person, 
while Irduin has 37 gp.) 

In any'event, the Biock Mooti sails the ne^t morn¬ 
ing, maintaining a pretense thal she is a trade ship 
bound for a port sc^mewhere to the south. 


The Great Escape? 

If the thief is arrested at some point during the 
adventure, Ik- will mo&t Likely be behind bars 
when the fffflrfr Mvon makes port. 

In this case, Dom is chatting with his "deputy" 
on the evening of the ship's arrival when balmec 
and Irduin arrive to speak with the constable- The 
thief will recognize the half-elf- The three men go 
upstairs to Dorn's private quarlors. As they go, 
Irduin does a double-take, obviously recognizing 
the thief as well. 

The PC will probably recognize the desperation 
of his position, but under the watchful eye of the 
'deputy/ he can do little more thsn squirm tike a 


rat In a trap- Minute^i later, it seems his fear; are 
about to be conhrmeti as Dom conves hack down¬ 
stairs, a smug look on his fact. 


r 


Well, boy, y'ou'll be thnllod to know that , 
i mv suspicions about you were confirmed-" 
ij Dom's voice is full of contempt. "You're either 
a liar or (ust plain loco. Captain Balmec picked 
up some survivorf! from a wreck a COltpleof 
days ago, imd they said thL>ir ship hit a reef." 

The constable walks o^-er to your cell and 
duubic'checks that jt i; securely locked hy 
shaking the door "Chief Elder Jonos will 
decide what to d.0 with you tomorruW." To Ihe 
"deputy" he says, "Co to the Pelican and get 
us some grub, will ya?" 

"What About him?" the young man asks 
wll±i a nod in your direction. 

"He's safely tucked away: lust leave tlie key 
with me." 

The deputy hands over the key and loaves, 
Dom goes to hook Ihe key ring on hLs belt but 
then has a sudden coughing fll. The sound of 
his coughing drowns out the metalJlc rattle as 
the key falls to attach to his belt and falls to flu.' 
fltxjr. 

■“Sleep tight, nutcase," f.Jom sneers, heading 
up the stairs. Moments later, the sounds of 
laughter float down from above. 


The key has fallen within the thief's reacli. He 
can just manage to grab it if he Lays on the floor 
and stretches for It- He can now unlock the cell, 
grab his equipment and run for it-if he wishes. 

There Isn't really anywhere to which tlw thief 
can run, and he may recognize that he has just 
been set up; Dom and I^Lmec have contrived |o 
have tJve PC killed while attempting to escape. 

If the thief ignores the key and sits tighl, the 
"deputy" returns with the food and goes upstairs. 
Dorn, comes down with him momentariIy and, 
sending a wLlherlng look the thief's way, picks up 
the key and gives it lo the young man. "If he as 
much as sneezes, I want you to beat the taf OtU of 
him^" Dorn tells the 'deputy' as he stomps 
upstains. Balmec leaves a few hours later. Hie thief 
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(iotm not we Irduin Iciivc, .is thui ha imbed 

o\it pf the second Slofy window earlier that 
evening to prepare whal Durn and Balmec 
hoped would be the thief'a derri^e. The thief, 
however can smugly enjoy the Fiphairan comfort of 
his cell and the fact that he outsmarted the villains 
this llmu. Thtf adventure continues in the section 
titL-d "An Offer." 

If the PC doesn't reco^gnlze the transparent set¬ 
up and lakes the chance to escape, he is inter¬ 
cepted by Iniuin and two pirates. 

The thief he.lfs Irduin^S mocking voice, "Why 
Ipokj men. It's an eseapinjt; prisoner... 1 suppow 
we should perfo-rm our civic duty!" The half-elf 
then leads with his habitual spell, after 

which he and the pirates clow for the kill, seem- 
inj-ly maturLalL/.ins from nearby shadows. 

After one rtiund of conilMh Irdtiin steps back 
from the battle to hit the thief with another 
spell w^hen his spell Is ruined by a sllnj^ bullet that 
Strikes him squarely on the forehead. As the half¬ 
elf reels, Theo and Rand come charj^ing at the 
COltlbahints with weapons drawn. 

■"Get the fop!" Rand shouts, referring to the 
jjaily clad Irduin, as he and Theo engage the 
pirates. If the PC 15 unarmed, one 0 / the boys 
thniw him a weaprtn.The thief is then engflged by 
the Hnarllng half-elf, 

tnluin fights to the death if the thief Is human, 
but will attempt to escape if rt'duced tt5 25% of his 
hit points if tie is fighting a demi-human or 
humanoid character, Theo and Rand whil be nccu- 
piiHl with (heir opponents until the ihief's one-on- 
one duel with Irduin is resolved. 

Once the pirates are dlspaiched, Rand and Theo 
hurry the PC out tjf sight behind the Pelican's 
Stahk'. Rand apulogiaes for not believing the PC 
ecirlier, but all theadulr.s in Kalindon had been 
denying that there were pirates on the island for 
years, and so he was certain they wen? right. How¬ 
ever, after Dorn jailed the PC for no reason, (or 
when he heard Trduln talking with Dorn about 
kilting rlie PC, if the chbiraclei wasn't jailed)', he 
felt something was w^rung and started listening to 
Theo. R.ind asks Then to tell the thief what he 
knows alHjUt the pirates. 

TlU'o has a pretty guc>d grasp of what is going 
UI1 in Kalindon. Stuttering, he tells ihe thief that he 


knows there us a hidden plrale base on the island's 
west coast. He doesn't krww exactly where, but he 
thinks the lighthouse keeper Antonus might 
know. He laiows a tittle about the pjrLitc< dealings 
with the townspeople becausi: ihLy talk in friunt of 
Theo, thinking that he duesn't really underst.iind 
the implications, and more than once they' have 
cursed Antonus for being a threat to thgir wealth 
and safetv- 

Rand suggests that the thief go to the lighthouse 
keeper. Once the dead pirates are discovered, 
Dorn will (urn Kalindon and the entire island 
upside down in search of him. The thief will be 
safe at the lighthouse, as at I the townsfolk fear 
Atrtonus as a powerful wi/Jird. Further, Rand says 
he will tell Dom that he and Theo spotted the PC 
heading inland toward the farms. 

With more than a week |n go before the next 
ship comes and no place to hide in Kalindon, the 
1C will undotibtedly head to the lighthouse, Rand 
promises that he and Theo will follow to wipe out 
ihe pirate base once they h.iive divx'rted EJum. 
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If the character chooi^E^^ not to go to ihe 
housOj s-URKesHons for what liappens nest can bte 
founct under ■‘'Concluding the Advenlure." The 
events in the l^oyaJ Lighthouse are covered in 
^The Lishthnuse." 

An Offer 

If the thief didn't try to esccTi[.te fftscii jail, or if he 
has managed to stay out of trouble^ Constable 
r>orri and Chief Town Elder JOUOS wilL pay the PC 
a visit shortly after the M(»h sets sail. 

if the thief was robbing pirates lire right before, 
he will of course be nervous, hut that is not Ihe 
reason for the visit. JortOs says that he has a little 
mission that the PC might be interested in—he 
and the constable were remiiideil of it by Elalmec's 
visit. 

I>!jm explains thal the lighthouse on the eastem 
point was once a great aid To ships at night, but 
the keeper has gro'wrt i[Uite senile and now" turns 
the light Oft and. off at a whim, hiring ships onto 
the deadly shuals. The town eldem have a slaftd- 
ing reward of 100 gold pieces to anyone who can 
dispose of the lighthouse keeper. Jones Suggests 
that perhaps the very ship the character was on 
w'as a victim of the old lunatic. 

If the thief asks W'hy they are afraid of aft oLd 
man. Elder Jonos says^ "The man is a eonjurer; 
he is dangerous^ anii we arc not uTiperLeiiced 
with such arts. He's aineady turned one man into 
a beast . . . Captain Halmec lost a crewmember 
when tile era?-V old man turned him into a CPOW 
on a whim. Wl'|usI want him out of the light¬ 
house SO he can do no more harm^ and we give 
yciu permission to use whatever means yOu 
deem pixidcnt." 

Dom adds with a wiltk That surely Ibc old man 
would be no match fi»r someone as clever as the 
thief. 

If the PC seems reluetanl to undertake this mis¬ 
sion, the constable tnight apply pressure, includ¬ 
ing the implicit threat of (continued) 
imprisonment on real or manufaclunL-d chargers. 

Assuming the PC does agree,^ he is allowed to 
stay [ft a room at the Pelican that night and is 
given a he^iiiy breakfast, all free of charge, before 
starting out the nest morning. 


The Ligfithouse 

The journey to the lighthouse is uneventful 
(unless the DM wishes to create an encounter). 
The PC can follow the same route he took to 
Kali ft don a few days earlier, depending on the 
time of day, the eerie beam frcun the top of lower 
may occasionally sweep across the PC's path as he 
heads toward the lighthouse. 

The lighthouse is perched on the very edge of a 
precipice o^'erlooking the narrow beach. The base 
of the lower more than 100 fwl aboiic the fiurf. The 
wind is constantly blowing fiercely around U, 
bending what tn.-es grow that here into grotesque 
shapes- 

The thief can see the lighthouse from some dis¬ 
tance; the lower is more Than KO feet high. It is a 
cylindrical structure tapering towards the lop,, 
made of gray stone broken only by a few narrow", 
arched windows. Al ihe top is a round chamber 
completely encased in glass and capped by a coni¬ 
cal copper roof. Even from a dii^tancc, the light¬ 
house is obviously the product of far more 
resources than those available to the Inhabitants of 
Beacon Point, Nolhing can be seen behind Ihe 
dark glass. It is an impressible and daunting sight, 
even more SO from the beach. 

A high stone wall surrounds the tower, broken 
only by a wooden gate. The wall is lopped by 
sharp seashell fragments stjt in ccrucrele. The gate 
is unlocked. If Ihe ihief fails to consider trying the 
gait, he will have In make a successful Climb 
Walls roll and take ld6 points of damage from the 
acashcll fragments. Optening the gale is much eas¬ 
ier, and there's ftiO real advanlage to climbing the 
wall since there is no covcT- 

Once past the wall, the PC finds a dramatic 
change to the desolate, windswept land around 
the tower. Inside a lOO'-squaiu courtyard, she!* 
tered from the tearing wirtds, is a beauliful garden 
of floWETS and vegetables^ and a smaill well. Every¬ 
thing is carefully tended and porfeclly main- 
lained. No UftC in sight. 

Fnllowing a winding path, the thief arrives at 
the entrance to the lowerr a tall door with a 
pointed Ofch. If the thief knocks, he gets no 
response. The door is not locked. 

The considerable skill and resources used in 
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building the lighthouse are ei»'idenE inside as well 
as out- Al] the wjIIh arv rl^^ close-filling stone, the 
doors are solid planks of oak bound with heavy 
iron sirapsond L-quipp>ed with weli'bullt locks (- 
20^ penalty to all O^n Joi'ks atleinpts, although 
niosl doors are unlocked). 

The lower IS filled wilh a slrange huirming 
sound lhal is/rW in a charfli’tef's bones as much 
3S- it is heard. Although I lie eliaraoter wilt proba¬ 
bly nol leam this, thi:4 effect is produced by the 
magicdl power souree buried deep below the 
lighthouse. The humniing should unnerve the 
PC. as il negates his Deled Noise ability com¬ 
pletely. 

Ground Floor 

1. Foyer 

This is a wide corridor extending afmosl to tlie 
center of the lower. A single door is on ihe left 
wal L double doors are cm the righ t, a nd a lull sin¬ 
gle door is al ihe end of the hall. The walls are 
bare, and the floor is smooth flagstones. Small 
crystal lamps hang from the ceiling, each with a 
flame-shaped gem where an oil wjck woultl bL‘. 
Ihc gems burn with COrtbrruaJ sjiiefisj but they 
flkkcr like Tieal flames. 

2. Stairwell 

Twisting through the center of the tower is a 
great stone spiral staircase. The stairway is 
enclosed, and opens onto a small landing on each 
floor, separated from the rest of I he floor by d 
hcEivy iron door The stalrvt'oll is illuminaled by 
crystal lamps set in the walls, wilii flsmes like 
those in the hallway 

3. Dumbwailer 

tjuilt into the core of the stairwel I,. I his m i niahire 
elevator serves all flcrors except the light chamber 
at the very lop, There is a door on each landing 
and an elaborate system of pulleys and Weights to 
allow it to be used with mlativeease. Il is designed 
for transporting Supplies from (he Storeroom to 
the upper levels. While it is not large enough hj 
carry a human, a gnome or slight elven female 
could conceivably ride it. 
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4. Tuiltft 

An ingenious plUimbirg arrangt^nml usics rdin- 
Willvr captutiHi in a cisrem on the mof in d cistern 
to supply walor lor washinjii and "flushing/' 

5. Khchcn 

A Wcll-utmippedr kitchf-n^ ihis room fcalurua a 
sink, coun ter a pea, and a large stove. A Hmall pile 
of dirty crockery rests on ihe stove. Bundles of 
dried herbs hang from the ceiling. 

*, Drawing Room 

Double doors open onto this beautiful rOCittL 5i?( 
colorfiiil til pest Ties depicting ships and coastal 
scenes {^orlb gp each) hang from the ^alls, 
and the floor is covered with four thick rugs 
(worih IdOgp each). All the furniture is highly 
omaleartd is carved with fish, shells, dolphins or 
sea-horses. A large curving hearth of black marble 
fills one wall,, and beautiful lamp» of crystal line 
the room. A set of sliding doors opens into the 
dining ri.M.>nfi. 

6- Dining Room 

A Large table is surrounded by silif high-backed 
chairs. A massive sideboard and china cabinet 
stand along the wait. Dirty dishes are at one end 
of the table, and a massive book is propped up 
nearby—as if someone had recently been leading 
while eating. The book is not magicah and is in a 
language unknown to the thief. (A successful 
J^ead l.anguagcs check reveals that the book deals 
with the usage of ibcK tails itl pOtiOfiS,) A beautiful 
silver goblet half hill of wine and a bottle stand 
nearby. Tlie goblet is worth SO sp. 

Basement 

fl. Store'fontn 

This large, ^tcuvc-vaulled chamber is filled with 
^aled barrels holding all pickled and otherwise 
pit'st'rvetl hiods. Thene is a wcll-itocked wine rack 
as well. Although many slots, are empty', there are 
$l|ill 35 bottles of different kinds of wlne heFe, 
worth ld^b+4fl gold pieces E:ach. 

9, f>ecret Passage 

A secret door leads to a rough-hewn passage 


and a concealed exit on the moor outside of the 
courtyard wall. It is nol lixked, hut can be boiled 
from the passage .side. 

Second floor 

10; tl, Gue^l Bed mums 

These rooms are similar, both richly furnished 
in a style similar to the Drawing Room. There is 
nolhing of particular inlercsl (in other words^ 
nothing valuable that can be carried away) hen?. 

12, Bathroom 

Thl.s chamber is similar (o Ihc toilet on the first 
floor, but it also contains a small stave for heatu>g 
wafer, and a bathtub in Ihc shape of a seashcll. 

Third floor 

15, Study 

The w^qIIs of this chittered mom ar^ covered 
wdth bookshelves packed with tomes^ scrolls., 
and piles of manuscript pages in no discern tbio 
order (none are magical)- In the center of the 
chamber is a massive desk, littered with papers. 
The papers are covered with unintelltgiible scrib- 
blingsand diagrams. A secret drawer is in the 
desk, which contains a scroll wilh a single spell: 
zL'rslt'r (fniarAfpi^. Opening this drawer, requires a 
successful Kind/Komovc Trap roll, or the thief 
wilt be pricked by a needle lipped with a sleep¬ 
ing drug. The thief must make a saving throw 
vs. poison with, a -l penalty. Should he succumb, 
ho will wake up several hour?i later in one of the 
guest beds. He will have been relieved of his 
weapons, and the Jighthousc keeper will be sil¬ 
ting nearby, invisible. A conversation much like 
the one described in " I he Lighthouse Keeper" 
will then ensue. 

A secret dexjr leads from thus room tu Area 15- 
14. Laboratory 

This door is locked. Inside are tables covered 
with beakers, books of all kinds, and several jars 
filled with fluid f formaldehyde) and Si range little 
creatures floating inside, A secret door leads to the 
concealed chamber- 
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1 ^ Concealed ChJimberp 

Secret doors ^rom Areas 13 and 14 load to this 
room The secret doors can be barred frojn inside. 
This room is pritnarily a hiding place, but the 
keeper also stores some thin]^s hero. On a smalt 
table is a chest (iocked: il requi res an Open Locks 
roll wilh a -10% penalty tu upon} cuntainin]^ 50 
and 150 Sp. Next to it ia a tube that contains 
three scrolls (they are not maj^ical^butare dia^ 
grams illustrating the workings of the light 
mechanism at the top of the tower), and on a 
shelf are five vials, each labeled in a language 
unfamiliar to the thief. (They are two patiens 

one potion 0/ifixfisriji'ijty, one of detect 
and one uf injfriiE^/sj'aN. 

Fourth floor 

16 . Antonus' Bedchamber 

This is a large room with s gigantic four-poster 
bed (with sea-horses on the tops of the posis) and 
other massive furnishings. The bed has been made 
with great care, and a silver piece might be 
bounced off the covers. Windows look out across 
the moor anti over the sea. Nothing of value Is 
found here. 

17. Balhroom 

This room is similar to the toilet O'n the first 
floor, but il also has a small stove for heating 
water and a bathtub. 

Fifth floor 

18r Light Chamber 

This fabulous chamber is almost twenty feet 
high. The stone staircase ends in the center of the 
room, but an ornate brass gritlwork surrounds it, 
supporting the platform ten feet above which 
holds the light mechanism. 

Access tu the platform is gained by a narrow 
Spiral stair, also of brass. The floor of this glaSs- 
sided chamber is of polished stone, inlaid with a 
compass rose. One can walk all around the perime¬ 
ter of the chamber, which has a breathtaking, 
unobstructed view of the inland and ixean. A tele¬ 
scope sils on a tripiKl. aimed at Kalindun—which 
ren just be spirited peeking over a hill. 


Running outside of the glass wait is an iron 
flooted-and-railed balcony; a glass door permits 
access. If (he thief steps out the wind roars around 
him, though he cannot even hear a whisper 
through the glass while inside. 

At the base of the brass stair is what looks 
like a small control panel on a pedestal. It has 
two on/off Switches and two dials. The 
s^witches are labeled (in Common) "'Light" and 
"Rotation." There is also an odd-shaped hole in 
the panel that loaks like it might hold itome sort 
of kev- Throwing the switches produces no 
results. 

The thief may try to pick the lock but it is 
extremely sophisticated and is trapped. First, he 
will have to make a Find/Remove Trap roll with a 
-15% penalty or suffer 5d6 paints of electrical 
damage. (The trap resets itself aotomatically and 
can deliver unlimited charges.) Then he must pick 
the lock, which requires an Open Ijxks roll with a 
-30% penally. All this effort will allow him to turn 
the light on and off and control the rotation. One 
knob contnoLs speed, the other can adjust the color 
of Ihe light. Admittedly, it is a pretty impressive 
sight to see this machine in opetalton, especially 
for someone who ts not familiar with any sort of 
tet+mology. 

The most interesting object is perhaps the light 
projector itself^n erb about 6 inches in diameter, 
set inside a lantern with a peir of focusing lenra-S. 
The untiiu Lanlvm rutahrs, cuntruilL'd by a cumpluK 
machinery of brass gears. The thing is quite com¬ 
plex, and is obviously well oiled and kept in excel¬ 
lent working order It is an interei^ting fusiun of 
magic and technology, but there is nothing here a 
thief could take away. 

ft is only now that the lighthouse keeper (who 
has. been invisible, watching the thief) makes his 
presence known .... 

The Lighthouse Keeper 

The character suddenly hears a dear vuiev via a 
triessage spull. 
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"Sifnt you to g^t rid af rntj have Ihcy? ton- 
H.table Dnrn is an ev^n bigger covirard than I 
thought."■ Sinnficfi(^'herc downstairs, a door 
Rians shut "SpeakE State your encuso tor i 
inrrudlinR in my home!" i 


This should be enough to naku anyone jumpy. 
Of COU rse, it is AnU.i'nLtSj and he iruean.*; the thief no 
hann. But before he shows himself, he wants to 
make Sun that the character won^t harm him . 

The DM should role-play this tnterchange. 
Antisnus is currently standing on the platfornt 
nexi to ihe lantern. Antonus Knows whore the 
thief came from, of course, ha%hng rescued him a 
few days earlier, but now he wanis to detemnine 
the thief's nnotives. If the thief has been pilfering, 
Antonus might make a Sc^teastk conunent about a 
fine thanks for saving his life. 

If the thief has any doubts about who is on the 
moral high ground, his visit to the lighthouse 
should dispel them. The keeper is completely 



sane, intelligent, and aside from being wary of an 
armed stranger, Iriendly and hospitable. 

Ihis is also an opportunity to learn from 
Antonus more about the pirates and the corrup¬ 
tion and fear they have spread! through Kaliitdon. 

Specifically, Aiitonus knows that the 8Iatk 
MitCtt is a the pirate ve.sSal, and he knows the 
location of the pirates' secret base on the west 
side of thp j.sland. Hp i$ well a warp of how the 
pirates operate and has seen several of their 
raids. How’pver, the keeper feels helpless because 
he fears to leave his tower, and the king to whom 
he has sworn hillegiance has not sent a messen¬ 
ger in many years, so he cannot report these 
heinous deeds. 

Fart of Antonus.' problem is that he Is unsure of 
who in Kalindon is willingly in the pirates' pay, 
and who goes along with this charade out of k'an 
He can warn the thief to avoid Dom, but that is all 
he know'.K; about the villains in town. He can also 
cncouTage the thief to seek out Shantala the f ioaler 
and l-lelcar Mirs the Smith, since he know^s them 
to be trustworthy. 

Finally, Antonus will urge the character to 
either carry a message to the mainland for him, 
or, ideally, go the secret cove and shut down thp 
pirate operation himself Antonus invites thp PC 
to spend the night at the tower while he pre¬ 
pares a map of Beacon Foirtt. as well as a mes¬ 
sage to his liege fa ruler who Is not too far, yet 
not too handy). 

The ne>^t morning, Antonus sends Ihe thief on 
his way wdth the gift of a pofion of 
entreating him to do what he feels is right. 

That is assuming, of course, that the thief does¬ 
n't decide to try to kill the wiifard. Tlw DM will 
have to deal with that possibility. Antoitus is cau¬ 
tious and powerful, it's very unlikely that the thief 
could get the better of him before being polynnor- 
phed into a newt.Should the tbief Succeed in the 
assassinarion, however, he will undoubtedly be 
offered a iipot among Balmec'ii band of cut-^tbnuts. 

^ould the thief chcKMe to go Do the pirate base, 
continup with the next section. If he decides to fol¬ 
low a safpr course and carry a message to ihp 
mainland, go to the "Concluding the Advonturp'' 
section- 
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An Un«xp«ted M««tfng 

The CEiast mad continues past the li^thO'IJSCj 
Ihouj^h at time^^ it deteriurat'CS into little ntDri.'' than 
a dlr^ path. 

The lards north of the Mshthousc is all but 
devoid of life, The desolate moor extends fnrnn the 
sheer cliff that plunges into the churning sea to 
wverd] miles inland. As the thiel iolloivs the path^ 
a few tortured trees can be seen here and iherer 
but no of civilization. Ev'entualJyj. he teaches a 

ruin built upon a rocky outcropping. It seems lO 
have onto been a chapel, but now is no more thiin 
a few tumbled walN. A chill hangs over the place, 
this ruin is the perfect place for the UM Id develop 
a forgotten dungeon or other side-ad ventuie- 

The land descends forawhile^ and the path 
becomes more clear. In faclj the thief may realiJM; 
that he is now walking on what was onee a road 
paved w'ith stone. That was long ago^^ however, 
and many of the stones are broken Or missing. 
However, the way is clear, and the road wind.S 
right lip near the shore^ at times becoming d 
causeway with water on both sides. The side 
inland is niore of a marsh, choked with caltails 
and tall grass and groves of strange trees with 
thick loots rising out ol the water. 

The thief should make two Intelligence checks. If 
successful, liechLitchesa gUmpse of sotnethingthat 
appears vaguely huitiooid Surfacing in the nearby 
ocean, the vanishing into the depths again, if two 
successful checks are made, the second one means 
the thief spots at least six humanLiids swimming in 
the water, seemingly traveling alongside him. 

l'''or almost an hour thi^ Continues, but then, 
without w'arning, several large fi.sh-liko beings 
leap partway nut of the water on cither side of the 
road and surround the character. Using tridents, 
they herd him off the road and into the shallows 
on the seaward side, where they watch him from 
mostly submerged positions in the ebb and flow' 
of the lapping waves. These are locathah, an 
aquatic race of bclng^. (They are described in full 
on page 22}i of the Mmstrous AltfWtfflf'".) 

Locathah Warriors fl5): Int Very; AL N; AC fl; MV 
1, Sw li; HD S; #AT 1; THACD I7; Dmg ld6 by 
short sword or trident; SZ M; ML y; XP 3-5. 


I'horc are too many' locathah lo fight, SO th€ 
character should behave in a civil manner when 
the chieftain swims up- 

Locatbiah Chieftain CFI): Int Very; AL M; AC7 
(from +3 bell proieeiion'ii MV l, Sw 12; Hl>l;hp 
IttjftAT 1; Dmg ld6+3 bv tridert +3;^Z M; ML 9; 
XP m. 


Another creature suddenly rises out of the 
water- He is a bit taller than the Others, wears 
a necklace and belt of beautiful pearlescent 
urnaments, and carries a large trident fash¬ 
ioned of a gleaming silver metal. Speaking in 
□ gurgly common tongue, the leader intro¬ 
duces himself as Thessichr While his men 
hold very sharp-looking tridents pointed at 
the PC, T^esslch asks, "Are you a member of 
the tribe on the inner coast or the outer 
coast?" 



P1o( folntv * IS 
















It rrifiy take the character a nncjmertt to under¬ 
stand that he is asking whelher the Ihief is from 
the pirate camp (inner coast, toward the shcials) 
or Kahn don (outer coash toward the open sea). 
Ciaiming to be a pirate Hviil get him killed, 
while saying that he is from Kalindun will pro¬ 
duce angry wheeling. The Iruth^thal he is a 
survivor of a shipw reck—wilS garner some 
sympathy. 


"So you are a victim of the tniwr tribe—those 
who kill their own kind and take gnld? We are 
victinas too. They hunt my tribe for sport, arjid 
perhaps because they fear us- Why do you go 
to the home of the hunters?" 


If the thief eitplains that he wants to break up 
the pirates and their base, the Loeathah will be 
pleased, "IfWi will allows you to go. We will w'alcb. 
and perhaps help. Uut we do not like the bright 
torches or the blades." The chief gives the charac¬ 
ter a shell necklace with a large, pearlescent spi¬ 
ral shell hanging from it. Then the aquatic 
creatuius vanish into the wq(cr as quickly as they 
had eoitie. 

Suun after the encoun ter w ith the locathah, ll^e 
land becomes steep and rocky. As the map notes, 
Ihe road passes through a series of caves. 

A Daik rassjige 

Antonus' map shows a cave pasiugc leading to 
the secni'l pirate cove. It doesn't require too much 
effort to find the entrance—in fact, it looks as if it 
it might have been expanded and cleared long ago 
by the hands and tools of man. 

Twenty feet inside the cave, ihc thief notices 
that he {and the path) arc bathed m a Strange 
blue glow. It is the pearlescent shell that the 
locathah chief gave him that is lighting hls w'ay 
in thu darkness. 

Fortunately, the path is piso fairly obvious. It 
teems clear that this was originally a nalurat 
cave complex^ but one main passage-way was 
leveled out by some Jong lost culture. There are 
side passages and chambers, bul the main path 


is always clearly marked by tt,s smooth sides and 
flat floor 

Should the character decide to invciitigate one 
or more of the side passages, the DM should roll 
Id^ and con.'iult the following chart: 

1-2: No Encounter. 

3: Idb sleeping pirates: they should be on guard 
in the main tunnel, but,, as the empty wnne- 
skirts show, chose to take a little break. 

4: Two cave fishers lair in (his cave. 

Cave hisheis iZh Int Semi; AL N; AC 4: MV t; HD 
3: hp 21, l7;THACa 17; AT#2; Dmg 2-8/2-55; &A 
Adhesive trapline; SZ M; ML 11-12 XP ITS each. 

S; One experienced pirate guard; the 1^’ will be 
alerted to his presence t?y the fact that he is 
humming to himself. A siiccessfitl Move 
SitenEly roll will allow the charnictcr (o get a 
surprise backstab attack. 

b; An empty cave, except for scattered fragments 
of pottery and ancient remnants of bro'ken 
tools. 

tvertually, the lAT emerges Into a small, steep val¬ 
ley, In the center is a narrow inlet to the sea, and 
the docked pintle ship Iffsi-k Meow. 

The Plraie Cove 

Clusteted around tl\o inlet and dock are a num¬ 
ber of stone buildings; a eave entrance is visible 
nearby. The buildings Iwk very old, and some of 
them look like temples. 

A total of 4(1 pirates are here, plus fialmec and 
Irduirt (if he is still alive). During the day, Ihe place 
Is bustling with activity; repairing the ship, clean¬ 
ing, cooking, eating, and general milling-about. 
Two guards are at the shrine and one at the 
entrance to Ihc eave. At night there are three 
guards; one on the ship, one at the shrine, and one 
near the monastery. I hey are usually fairly atten¬ 
tive, risking balmec's wrath for sleeping on the job, 
Ihecc arc many opportunities here for the thief 
to explore ,.. and got a share of the booty for him¬ 
self If he is so Inclined But he must be wary at all 
times. 
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Evnt if Ihi^ PC h caught, all i;; not lost; if he Is a 
fas! iniUcjeo ttii" re might even con^'ince the pirates 
ihal lie evanlii In join ihem! (ThLs scheme iviU only 
wof k If tllL" Ihiuf has refrained fmin any SJiher-rat- 
tling in Ka]li1i.liiri that Tnight have gotten bach Co 
Italriet.'.) 

Main Temple (Balmec^s Quarteis) 

This is I he CallesI of Ihi- Strutttures. It is a pyra¬ 
mid Ityy af row on each side that steps up to a 25 x 
25' p] a [form and is lopped W^ith it stone temple. 
Datmcc makes his home inside the rectangular 
temple. Thu opening is covered by a heavy tapes¬ 
try, and inside il is opulenlly flimished. Under the 
bed is a strunghnx {locked^ requires art Open 
Locks roll with a-tO^ penally] filk-d ivith IfiO sil¬ 
ver piecesj Klfl gold piuccN, and SOO gp In gems 
frubies, sapphires and one emerald worth 300 gp 
Alone). 

If the thief has not caused any kind of havuC 
be/ore entering Balmec's quarters, then? is A 100% 


cltance he is here, and a 60% chancu ha is sleeping. 
kMietl he is in bed, he i.s unarmed and unanrinred: 
This equipment is on tup of the strongbox. If the 
pirate captain is sleeping, there it will be an easy 
task Co capture him. {Getting past Balmec'a men, 
however. Is a different matk^n) 

Unless the PC attacks Balmec in a hostile fash¬ 
ion, ihe pirate captain ivtll congratulate him on 
his cleverness and otherwise flatter him and 
make small Calk- Eventually, Eolmcc will offer 
ihe thief a chance to join his c rew, say ing that he 
IS alivay.s looking for motivated and intelligent 
self-starters. Balmec is highly charming, friendly, 
and apologeiic for any hardships the PC has 
buun through. If Allie is menCioried, Balmec 
assures the thief that his friend will be released- 
If the thief joins the pErates, go to the section 
titled "Conclusion" 

If the PC lakes a hostile move against Balmec, 
the pirate will attempt to draw or reach his weap¬ 
ons to defend himself. He will also try to shout for 
help at the lop of his lungs. Both Balmec and the 
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arriving piratt-H (which reach the temple in gimip^ 
of ld4 >^1) will fight unli] Ihe PC dead, ll is of 
course possible that a piiworfnl PC may kill 
BaLmcc before dying himself, but the pirates will 
feel strong in their numbers- 

Kind DM? may want to use (me of the options 
presented under ''l>ea]infi with the Pirates” as a 
way to help the PC escape should the final situa¬ 
tion arise. 


The Shrine (VauK} 

A small stone structure arop a tow step pyra* 
mid, the ihrLne is the entrants to an underground 
chambef. On top of the pyramid iis a straJI cham¬ 
ber, its single narrow entrarK’e facing west- In the 
center of the room is a large sarcophagus with 
what appears to be a heavy Slone lid covered with 
bas-reliefs depicting Strange rituals. However, 
hidden in nne of these pictures tS a switch, 
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dutfclfibli.- with ^ successful Find Traps rt>3l. Tt 
cwae^ ihv lid nf the sarcophagus lo swing open. 
Insider instead of H body nr coffin, is a stcinc stair¬ 
way leading dfTwn to a nneditatiotn chamber. Mere 
lies the greater part of the pirate trCilSUrc The 
breakdown is as follows: 

Five locked chesUi, requiring an Open Lock^ roH 
with a '10% penally. They contain a total of 
taooo cp, 9,000 ep, 3,000 ap and 1,000 gp- How¬ 
ever, Iht- coins an? all mised in logclher. 

Ten small wi>txlen boxe^ Each contains 3-4 pieces 
of jewelry (necklace, ring, bracelet, belt, tiara) 
made of gold Of silver and usuaLLy set with 
gems. The value of each piece is 50-200 gold, 

One daitlr-nx +2 

Two SuJnnis, +2 

One Suwrd + 1, +4 us. frtjJ^s 

Three SnwirfsH-^. 

f/tfrjj (j/fag (description on page of the 
DrjwfiEON * Ciiidc}. 

The PC's stolen ilems (if any). 

In addiKun, fltcre are do^ns of weapons, some 
valuable, but none magical- ITic DM inay wish to 
alter the nature of the treasure to fit within hia 
world schemer. 

Monasteiy (Other Quarters) 

This is A targe U-shaped structure which is 
esficnt-ially a lo-ng string of 30 small chambers. 
Once it was a monastery, but now it serves as 
quarlers for the pirates. In the certlcr of the court¬ 
yard, the pirates have built a crude structure lo 
serve as kitchen and dining hall. Their individual 
rooms are furnished only with cots and small 
chests for their boEorglngs. 

Each pirate also has a slrengjbtHt m his room that 
holds his personal share of the lout flhe pi rates 
dare not steal from each olher or chaos would 
reign). The shares wilt vary with the scriorjEy of 
the pirate from 20 silver pieces (which may actu¬ 
ally be made up of copper and brorue pieces) lo 80 
gold pieces (mostly In gold and gems). Each box Is 
locked and carries a +1(1 or+ 15 percent bonus to 
Open Locks rolls due to the simple locks. 


The Caves 

J^motirnes the pirates take pristmors for their 
callous amusennentH or to recruii as pirates. Until 
they are trustworihy or killed, they art kept In 
colls in the Outer caves There an? len colls, and 
eight of them have pristiners (five are women), 
[rduln holds the keys to thi^ cells; the Socks rtiay 
be picked cm successful Open Locks rolls with 
+10% bonuses. 

Yhii PC^s friend from the ship, A Hie, is held here, 
as well as: 

Prisoners (8 Odevel hntnaus); AC 9; MV 12; hpS; 

#AT 1; Dmgby weapon N/A (unarmed) AL N; 

TH ACrt 20. They are Llntrsiied in tattered clothes, 

and will be rL-luvIant lo help the thief, evci^ if 

freed. 

Should the DM wish for AUie lo assist the 
player character in a struggle against the pirates, 
ihi? MFC is a 7th-level thief with a DextMily of 1* 
Some of the magic items in the Vauli belong to 
All ie os well. 

Farther into Uw mountain are smsll caves used 
to store hKKi iintl bulky supplies. There arc several 
small kegs of gunpowder here (if such exists m the 
DM's world). 

The Ship and Dock Area 

The BSiivk MrwJi is two-masted caravel, and is 
very fasi and maneuverable. I he ship has tw'o 
small cannons (if gunpowder exists in the DM's 
world; if not sobstitule ballistoc), and a baJitsta on 
deck. When in dwk, she is pretty much empty 
except fora guard and men repairing and main¬ 
taining her. SIw holds no treasure unless she has 
just rerumctl from a raid. Of interest to fhe thief 
might be the slopes of (optional) glinpowxler in the 
hold—eruiiigh to destroy the ship if ignited. 

A large wcMHlen diKk extends in an "L" shape to 
acdummiKlaie the Bfiicir Mcxwr on hvo sidcs- There 
are also two rowbrnats and a small sailboat here. If 
the Ihief is A skilled sailor, he might Consider steal¬ 
ing a bobit as a method of escape. 
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Dealing whh the Ptrates 

Sevirral inleK^llng possibilities exist, dLpOITKlins 
on the initiative fit ihe player character and how 
irvalvud the JlM wants nonplayer characteirs to 
be. Listed bekaw are listed a few scenarios, rang¬ 
ing from in^nsl to least □mbitiCi'tiS- In any casc^ the 
thief will need to put his skills of hiding, and 
skulking silently about to the lest- 

Man A; 

Take out the pirates singlehandedJy 

This is a hraaen idea, retiulring considerable 
luck and skill However, the rewards could be 
great in terms of tame (and experience points). 
Detorvding ihe gunpowder on the ship snd/or in 
the caves (after freeing the prisoners) would set 
the pirates back; capturing or killing Halmec 
would pmbably cduso even more damage, because 
willKiut him the pirates are leadcrless. 

Pliui B: 

The PC Is offered help by Allie, Then, Rand, 
and/or the lucathah. 

Allie may or may not be in a coniditien to be 
useful to the thief, but just as the he is pondering 
the sHuatLon, Then and Rand show themselvee, 
liavLng gotten directions to the hidden cove fronn 
Antonus. They will be eager to help in some craj^f 
plot to take OUt the pirates. 

As an added wild card, the locaihah art watch¬ 
ing the pirates. If they set an opportunity' to strike 
with little risk of casualties, they will. Rising nut of 
the water, they cari throw iheir tridents at targets 
ttn land- Thewich might already be waiting nearby 
in tive water when the PC emerges from the cave 
piissage- 

Ttuth of these possibilities can be used to help a 
character with a good plan buf bad luck (as far as 
dice rolls made by the player are concerned). 


PUui C: 

Create a diversion, gef some treasure, and/or free 
the prizemens. 

This would inchide a minor explosion, fire, or 
freeing the prisoners—^anything to cause some- 
small disruption. This will require some snooping 
around and a fairamourtt of Intelligence, but if 
he's careful, the thief can probably pull this off 
W'ilhout any maior confnintations. 

Plan D: 

Scout the area of the pirate base, gather Lntelli' 
pence, and lay low until the trade ship arrives. 
Present this information and the letter from 
Antonus to mainland authorities. 

This is the safest course, but the onc with by far 
the fewest immediate rewards. If the character 
seems to be leaning toward th]4 option due to a 
sense of being overwhelmed, perhaps the DM will 
allow a relaxing of the guards or help from one or 
more NTPCS- 

However, if the DM wishes to expand threads 
from this adventure Into parts of his campaign, 
then this option is perhaps the best as it means 
that Balmec and his agents may come looking for 
the upstart who ruin«i theif^good thing" on Bea¬ 
con Point. 
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CHAPTER 



wtunlH the captain will powjbly comply. 

\f, however, the IhieE return* from the plraio 
bsse in iritimph (maybe wilh llioo anJ Rand} aiul 
e\ddcnOf that tht‘ pirates are overthrown, he could 
cause the utK^a^y peace in town to ertd . Those who 
hale ihe pirates (led perhaps hy Ihe smith Hek-jr 
Mire and boalwright Goran Hatdane) will take 
charge and overthrow jonos and Dom- 1110 thief 
will be able m lake hU leave of Beacon Point in Irh 
umph and wlrli the thanks of the cillzens of ihe 
town fand Iwpefully wilh a decent reward and 
plus a selection of pirale-bool>'). 

Finally, thi‘ thief may foin up with the pirates 
duo to any number of circumslanccs. Tn this even- 
(uality, the thief shoAiid soon find the Blacl; Mocm a 
home too diiogerous to remain in; be it Balmec, 
Irduin, or Fliie, someone will decide that he is Ion 
clever for hW own Rnod and 3 thfO-il to their posi¬ 
tion. Having u^rown in wiih those who live by the 
sword, the thief muSi now bc on hifi guard always 
or he will d ie by Ihe sword 


The best conclusion to this advenlure woo,ld, of 
course, be the overthrow of the piraies, the arrat 
of the corrupt officials, and the releasing of the 
other townsfolk fnwn fear. 

However, if things don't go as well as they 
could for the character, oar If he decides not to con¬ 
front the pirales, it woutd Still be t onsidemd a suc¬ 
cess if he escapes the island to alert mainland 
authorities- He may even return with royal sup¬ 
port to route the pi rates (but that would be another 
advenlure.. .| 

The ncKt scheduled mtrehani ship arnves on 
time; it IS an unremarkable trade ship named the 
/Ac Const--;. 

If the thief is a fugitive (possibly after killing 
trduinl, U is up lo him to get on board in secret 
and buy passagfij and he may have to psy ^ pre¬ 
mium for the captain's siktice Them is noguamn- 
tee that the captain will even be particularly 
interested in protecting the PC, and if the towns¬ 
people know he is on board and demand his 































* 



































ic 

_ 

Ji 

1 
















M 


1 




r 






(t 

g 






* 




1 




M 







«W4 






































































































Looking for opportunity and fresh plcklngSr a rogue hops a ship for new 
landsr only to leap from the frying pan Into the Are. The ship Is attacked 
on the high seas by a band of blood-thirsly pirates, and the rogue washes 
up on the Isle of Beacon Point. *, right at the center of the pirate’s sphere 
of Influence. Can this single plavet character slay allv* with no more than 
%vits and hard-earned thieving skills, escape the Island, and possibly even 
bring down the pirates? 

Thlefs Challenge II: Beacon Point Is a special ONErON-ONE" Aiiv««ei> 
Dungeons & Draoons® adventure designed for a Dungeon Master and one 
player character thief of levels 4 to 6. U Is the seventh in a series of inde¬ 
pendent adventures focusing on an Individual character of a specific cLass^ 
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